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This booh contains the complete profiles, special rules and wargear, compiled and updated, for the core Leglones Asurtes Legion Crusade 
atmy list for Warhammer 40,000 and the Battles in the Age of Darkness gaming expaasion. It allows Horus Heresy players to carry 
something lighter to their Warhammer 40000 games than the weighty tomes of our main volumes, and it is also intended to be used both 
as a resource for constructing your armies and as a handy reference during play. 
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CRUSADE ARMY LIST 








The following army list comprises the 
complied and updated Space Marine Legion 
Crusade Army list found in The Homs 
Heresy Books Mil. The Space Marine Legion 
Crusade Army list is a rules expansion for 
Warhammer 40woo, presenting all of the 
unit entries and rules a player will need 
to assemble and use an army of Legiones 
Aslartes Space Marines from the age of the 
Great Crusade and the dawning of the Horus 
Heresy. Unlike the Space Marine Chapters 
of the 41“ Millennium, the Space Marine 
Legions fielded a diverse range of military 
formations and unique war machines, and 
this army list allows players to construct a 
wide variety of armies to represent these 
different styles of warfare, featuring all of 
the specialist units and vehicles that have 
appeareil in ihe first three books of 
Forge World s Horus Heresy series. 

The Space Marine Legion Crusade 
Army list Is intended for use in games of 
Warhammer 40,000, and principally in using 
the Battles In the Age of Darkness rules 
expansion originally found in Books Mil and 
summarised in abstract here The Battles in 
the Age of Darkness system, which uses its 
own Allies matrix and Force Organisation 
charts, allows players to replicate the epic 
scope and nightmarish slaughter of the 
age of the Horus Heresy in their games 
of Warhammer 40,000 in a more focused 
manner than the colossal clashes represented 
by Apocalypse games. A points total of 
around 1,750 - 3,500 points per player is an 
ideal game size for use with the Battles in the 
Age of Darkness rules, battles of a larger size 
may benefit from using the Apocalypse rules 
Instead, while smaller games may benefit 
from the use of a more restricted Force 
Organisation chan. 


Lords of War 

The Lords of War system, originally developed 
by Forge World, has since been expanded 
into other formats in the Warhammer 40woo 
range, however the bespoke version presented 
here is designed to be used in conjunction 
with Horus Heresy gaming. 


jj 


Availability- In a Battles in the Age of 
Darkness game of 2,000 points or greater, 
Lords of War selections will be available 
to an army based upon the specific Force 
Organisation chan being used (see the 
subsequent section for more details). These 
selections must be bought from ihe army s 
points total as normal, and may not make up 






Battles in the Age of Darkness 

A Warhammer 40,000 Expansion 

more than 15V of the army 's total points cost 
for each Lord of War choice, unless specified 
as being otherwise by the mission being 
played. Lords of War are only available to an 
army's primary detachment 

The Price of Failure 

(Lords of War Secondary Objective) 

As well as being colossally powerful and 
destructive units capable of turning the 
tide of battle on their own, a Lord of War 
also represents a substantial strategic asset 
to their own side, the loss or destruction of 
which can have dire implications for their 
army’s cause 

As a result, unless specifically exempted or 
modified by the special rules of a Battles in 
the Age of Darkness mission, destroying an 
enemy Lord of War choice always represents 
a secondary objective in the game This 
secondary objective is worth 2 additional 
Victory points to the destroying side in the 
case of an Engine of Destruction, Great Beast 
or Pnmarch or 1 additional Victory point 
each per vehicle/cteature in the case of War 


Machine Detachments, Monstrous Hordes 
and Sub-orbital Strike Wings. 

The following section presents the different 
Battles in the Age of Darkness Force 
Organisation charts you can use in your 
games, as well as allies available during the 
Horus Heresy 


•The 25% rule: This mrans Ihnl the 
maximum poinls value of a single Lord 
0/War selection in a Battles m the Age 0/ 
Darkness gome for some common army mes 
is at follow): 

• 2,000 points — 500 points 

• 2,250 points - 563 points 

• 2,500 points -625 points 

• 2,750 points-688 points 

• 3,000 points - 750 points 

• 3,250 points-813 points 

• 3,500 points-875 points 


Each of the following constitutes a single Lord of War choice within the limits of the game 

being played and must be available to the army it is being chosen for 

• The Primarch The Pnmarch of the Space Marine Legion who forms the army's 
primary detachment. 

• The Engine of Destruction: A single Super-heavy vehicle of any type with a Hull 
Points value of 9 or greater, chosen either from the specific army list for the primary 
detachment or from an appropriate Apocalypse datasheet. 

• War Machine Detachment 1-2 Super-heavy vehicles of the same unit type, each with 
a 1 lull Points value of 8 or less, and each chosen either from the specific army list for 
the primary detachment or from an appropriate Apocalypse datasheet. This detachment 
must be deployed within a 6’ coherency if on the table at the start of the game or, if 
placed in reserve, will be rolled for as a single unit and must enter the table within 6‘ 
of a single eligible location. However, after their deployment, these war engines ate 
considered to be separate units in the game 

The Great Beast: A single Gargantuan Creature of any type with a Wounds value of 9 or 
greater, chosen either from the specific army list for the primary detachment or from an 
appropriate Apocalypse datasheet. 

• Monstrous Horde t-2 Gargantuan Creatures of the same unit type, each with a 
Wounds value oi 8 or less chosen either from the specific army list for the primary 
detachment or from an appropriate Apocalypse datasheet. This horde must be deployed 
within a 6" coherency if on the table at the start of the game or, if placed in reserve, 
will be rolled for as a single unit and must enter the table within 6" of a single point 

I lowever, after their deployment, these creatures arc considered to be septate units in 
the game 

• Sub-orbitat Strike Wing: t- } Flyers with up to 3 Hull Points each and of ihe same type 
may be chosen to represent a sub-orbitally bunched strike force of fighters or bombers 
during Horus Heresy games This wing of Flyers arrives from reserve as a single unit 

ey must enter play from within 6" of the same chosen point on the table edge, but are 
afterwards treated as entirely separate units during the game 




























The Battles in the Age of Darkness 
force Organisation Chart 
Games using the Battles in the Age of 
Darkness rules expansion use one of a 
number of potential Force Organisation 
charts presented on page io, depending 
on the kind of battle being waged, each 
reflecting a powerful concentration of 
military force on the tabletop. The standard 
is the Battles in the Age of Darkness Force 
Organisation chart, which offers the 
widest degree of flexibility and should be 
considered the standard form of play while 
using this rules expansion. This Force 
Organisation chan has also been created to 
work in tandem with the Rites of War rules 
found in this book 

Battles in the Age of Darkness 
Alternative Force Organisation Charts 
This expansion also details three other 
alternative and optional Force Organisation 
chans you can use to fight Battles in the Age 
of Darkness games, as well as several special 
missions specifically designed to incorporate 
them. The use of these alternative Force 
Organisation chans is strictly optional when 
not included as pan of a panicular mission 
and should always be agreed upon by both 
sides before their use. When playing Homs 
Heresy games using these alternative chans, 
the Rites of War rules for the Space Marine 
Legions may not be used in conjunction 
with them unless specifically mentioned 
in a panicular mission, as the provisions 
and formations illustrated by the chan take 
precedence over them 

Designer's Note- These alternative charts 
are created with fun and narrative play, rather 
than pure competitive balance in mind, 
and should be treated accordingly This is 
panicularly ihe case with the Leviathan 
option which, for example, provides a rules 
framework for that age old question 'Could a 
Spare Mamie company lake out a Rrat'erTi!un > ', 
and similar entenaimng match-ups. 

These alternative Battles in the Age of 
Darkness chans arc 

• Battles in the Age of Darkness 
Onslaught Force Organisation Chart: 
This chan represents an army focused on 
direct mobile attack by heavy assault units, 
but at the cost of tactical flexibility and the 
clement of surprise 


• Battles in the Age of Darkness 
Castellan Force Organisation Chart: 
This chan represents an army focused on 
defence, be it of a prepared Tonification 
or battle line against an enemy attack or a 
vital objective on the battlefield 

• Battles in the Age of Darkness 
Leviathan Force Organisation Chart- 
This chan allows the most colossal engines 
of war, such as Battle Titans, to take to the 
field alongside their escorting forces, but 
imposes strucluted limits on what forces 
may support them. 

Using Force Organisation Chans 
When selecting your army for a Battles in 
the Age of Darkness game, you use your 
chosen army list in conjunction with one 
of the Force Organisation chans shown on 
page to of this book, and the scenario you arc 
playing. Each chan is split into a number of 
categones which correspond to the sections 
in the army list, and each category has one 
or more boxes. Each light tone box indicates 
that you may make one choice from that 
section of the anny list, while a dark tone box 
means that a choice there is compulsory and 
you must make a choice from that section. 

Further advice on selecting your army and its 
composition can be found in the Warhammrr 
40,000 rulcbook. However, note that the Force 
Organisation charts presented here take 


precedence over that listed in the rulcbook 
and, unlike the standard chart and battle 
missions found in the Wurlummrr 40,000 
rulcbook, you may not take an additional 
primary detachment in games over 2poo 
points unless specified by the particular 
mission (the expansion of the army being 
taken has already been taken into account in 
the Battles in the Age of Darkness charts). 

Optional Age of Darkness Rule: 

Destroyer Weapons 

In Age of Darkness battles, players may opt to 
reduce the power of Destroyer (Strength D) 
weapons by introducing a random element 
to moderate their effect on play in smaller 
games. If doing so, it should be agreed upon 
by all parties openly before play begins. 

If this option is chosen, use the following 
amended rules for Destroyer weapons: 

• Destroyer Weapons count as being 
Strength to and have the Instant Death, 
Sunder and Ignores Cover special rules. 

In addition, successful invulnerable saves 
taken against hits from Destroyer weapons 
must be re-rolled. 

• Each unsaved wound from a Destroyer 
weapon inflicts D3+1 wounds Each 
penetrating hit from a Destroyer weapon 
causes D3+1 Hull Points/rolls once on the 
appropriate Vehicle Damage chart. 


Using Imperial units from other Forge World Books in Horns Heresy Carnes 
The vast milieu of battle during the Horus Heresy and the armies of the Great Crusade 
were staggeringly diverse, only the briefest portion of which has so far been dealt with 
by Forge World's Horus Heresy supplements. In order to represent this diversity when it 
comes to Super-heavy vehicles and Flyers, it is perfectly acceptable to use specific Imperial 
Super-heavy vehicles and Flyer units from Forge World's wider Imperial Armour range 
such as Imperial Amiaur Aporalypieor Imperial Armour Aeronaiiiira, which do not already 
have an era-specific counterpart listed in a Horus Heresy supplement. In many cases, the 
Impcrium of the Great Crusade sees the origin of some of these designs, while in others 
they can simply be used to stand-in for one of the many, less widespread war machine 
types and unique patterns employed by a vast Imperial armed force, far less regimented 
and standardised than itS4i ,< Millennium counterpart. 

Space Marine Crew: Imperial Super-heavy tanks included with a Space Manne Legion 
primary detachment may be given the option to upgrade to a Space Marine Crew for 
-i 15 points, increasing their Ballistic Skill to BS 4 where this is not already the case 

Battle Servitor Control Imperial Flyers may replace their human crew with hard-wired 
servitor control and dedicated cogilator targeting arrays, designed to identify and target 
weak spots on enemy vehicles. This upgrade gives the Flyer the Tank Hunters special rule 
and costs +15 points If taken as an option fora Sub-orbital Strike Wing, then all the Flyers 
in the wing must be so upgraded 






































































































































Optional Castellan Force Organisation Chart 



Primary Detachment 
(required) 



wmm 




Primary Detachment (Required) 

• Compulsory: I HQ, 3 Troops 

• Optional:+1 HQ,+3 Troops,+2 Elites, 

+1 Fast Attack, +3 Heavy Support 

Fortification Detachment (Required) 

• 1 Compulsory*,+3 Optional 

*1/desired, Ihis may be 0 Massive rorti/icalion 
Apocalypse dalaslteel type, see Warliammer 40,000: 
Ajwalypse for details. 

Lords of War Detachment (Optional) 

• +1 choice 

Allied Detachment (Optional) 

• Compulsory: 1 HQ, 1 Troops 

• Optional: 41 Troops, +1 Elites, 

+1 Fast Attack, +s Heavy Support 


Fortification 

(required) 



Lords of War 
(optional) 




Optional Leviathan Force Organisation Chart 



Primary Detachment (Required) 
• Compulsory 1 x Leviathan Lord 
of War 

Lords of War Detachment 
(Optional) 


Fortification Detachment 

• Not available 

Allied Detachment (Optional) 

• Compulsory: 1 HQ, 1 Troops 

• Optional: *1 Troops, -1 Elites, 

♦ 1 Fast Attack,+1 Heavy Support 


Leviathan Army Special Rule- The Leviathan Lord of War 
The centre and destructive heart of this army is its Leviathan. This must be a 
Lord of War of either the Engine of Destruction or Great Beast type Unlike 
usual Lords of War, this may represent any percentage of your army value (and 
Indeed constitute your entire force in a single model if you are so inclined, 
brave enough and your opponent agrees!). In contrary to the usual rules of 
Warhammer 40000, this Leviathan is both your force's Warlord effectively 
(and uses its own special Warlord trait listed here) and is also a scoring unit. 


Leviathan Warlord Trait - Legendary Destroyer The Leviathan may fire 
Ovcrwatch with any of its weapons that do not possess either the Primary 
Weapon or Blast types and may fire Overwatch at different targets (but no 
single weapon may fire Ovenvatch more than once per turn). The Leviathan 
has the Monster Hunter and Tank Hunters special rules (if it docs not already 
do so) and, in addition, when making Fear tests in order to charge it, units 
must roll an additional D6 and discard the lowest of their results. 































































Allies in the Age of Darkness 


l! 


I] 


In the tumult and warfare of (he Age of 
Darkness, the forces of the Imperium and 
the Traitors alike were tom apart by war and 
suspicion. During these times old arguments, 
suspicions and rivalries were bought to 
the fore This is represented by the Age 
of Darkness Allies chart which works In a 
similar manner to the Allies chan in the 
Warlieiimirr 40,000 rulebook, bul rather than 
depicting relationships between alien races 
and forces, It offers a more nuanccd web 
of relationships and discords between the 
Space Manne Legions at the beginning of the 
Horns Heresy. Note that the chart itself Is not 
split along the lines ofTraitors and Loyalists, 
as in many cases the Legions were in 
themselves spilt into factions for euherside, 
and so instead, in particular campaign battles 
you are fighting, who plays the Traitor and 
who plays the Loyalist in your own version 
of the Horus Heresy (and such additional 
limitations this poses) is left up to you. 

In any game where the primary detachment 
Is built using the Space Marine Legion 
Crusade Army list and an allied detachment 
representing a different Legion (i.c ,one with 
a different version of the Legioncs Astancs 
special rule) is included, use the table 
presented here rather than the one found in 
the WaWiiimmcr 40,000 rulebook to determine 
any additional affects which may apply to 
both detachments during the game 

Note: The 'Mechanlcum' entry on the Allies 
chart includes both the Legto Cybemctica 
and the Taghmata Omnissiah army lists. 

8 Sworn Brothers 

The closest of allies who have fought beside 
each other many times. 

The two forces arc considered friendly units' 
in all regards. These means, for example, 
that Sworn Brolhers may be joined by 
allied independent characters, arc treated as 
friendly units for the targeting of psychic 
powers, special abilities, Warlord Traits and 
so on, and may also benefit from nuncio-vox 
earned by allied units. 

Note Not even Sworn Brolhers can embark 
in allied transport vehicles, and rules that 
affect a particular force owing to its Legiones 
Astartes special rule do not carry over to an 
allied force 



targeted, attacked, targeted with psychic 
powers, etc (note that blasts, psychic powers 
and the like may still scatter over allied 
forces and adversely affect them). Fellow 
Warriors cannot benefit from the effects of 
allied Warlord Traits or be joined by allied 
independent characters and are not counted 
as friendly units for the purposes of psychic 
powers In essence, the two forces fight 
alongside each other without any additional 
positive or negative effect. 

8 Distrusted Allies 
The two forces can make common cause 
against an enemy, but never fully trust 
each other due to long-standing feud or 
Inherent antipathy. 

Disirusted Allies are treated exactly like 
Fellow Warriors except that the allied units 
are never counted as scoring units. 




In this case the two forces are dealt with 
exactly like Distrusted Allies (see previously), 
but, in addition, at the start of each of the 
players Movement phases, a D6 must be 
rolled for every unit (except those already 
engaged in combat) within 6* of an allied 
unit. On a roll of a 1, that unit may not move, 
shoot, run or assault that turn (being too busy 
watching for betrayal! Make a note or place 
a counter to indicate which units have been 
so affected. 

Ad NTS 

In addinon to the forces shosvn here, 
some units in later volumes will be 
described as being either Agents of the 
Emperor or Agents of the Warmaster These 
forces are always treated as being Sworn 
Brothers to either all Loyalist or all Traitor 
forces respectively. 




































Space Marine Legion Warlord Traits 

When generating their Warlord Traits, a Space Marine Legion Warlor J may cither roll on one of the Traits 
tables found in the Warhantmer 40,000 rulcbook, or can alternatively roll on the table below 

Warlord Traits Table 

1)6 Warlord Trait 

1 Bloody-handed 

The Warlord has overseen the ending of whole species and eullures, and llte Moodsited lias left ils mart 
upon llietrsoul. 

The Warlord and any unit with the Legioncs Astartes special rule they join cause Fear 


"Tell litem nmt lias come 1 0 
their world, 

Dealli, despair and ml 


Master Tactician 

The Wtrlonl lias long honed their laeiiral acumen io almost preiemalural levels, and their stills of 
generalship allow lliem lo outmanoeuvre and oullhirik an enemy before a How is struck 
After both sides are deployed but before which side gets the first turn is determined, the 
Warlord's side may redeploy one of their units within the limitations of the mission being 
played. This may place a unit that had been deployed normally into reserve, or bring a unit out 
ofreserve 

World Burner 

The Warlord lias commanded the purgation of enemy worlds and has battled foul xeno-fonns and burned 
them from their noisome lairs time and again 

The Warlord may nominate D3 units within their primary detachment, which these arc must 
be marked down before the game begins. Any Template or Blast weapons possessed by these 
units gain the Shred special rule if they did not already have it. 


Tell them their hopes ond 
prule have come to nothing, 

Tdl them (Iteir empty- 
whispers fall upon deaf 
ears —Ihetrgodsaredcod, 
human reason has killed 
them, 

Tell them the Angels of 
Death have come. 

Tell them nothing can save 


Paladin of Glory 

The Warlord embodies the highest martial ideals of bravery and skill-nt-amts, and inspires their forres lo 
even greater heights of glory by their presence 

The Warlord has the Fearless special rule, and both the Warlord and any unit with the 
Legiones Astartes special nde with models within 6" of the Warlord may add *1 to the 
Wounds score calculated to see if they win combat in the Assault phase 


- Perturabo 
Pnmarch of 
the Iron Warriors 


The Warlord lias spent lime at the forefront of the CmsaJe fleet! pieremg the outer darkness alongside the 
Rogue Traders Militant and lias stared mla the Abyss of Old Night. 

The Warlord gains the Adamantium Will special rule and one nominated infantry unit gains 
the Deep Strike special rule. 


6 Child of Terra 

The Warlord saw llte birth of the Great Crusade, and is the vetenm of eounlless battles alongside uumors 
and demigods of legend 

The Warlord and any unit they join with the Legioncs Astartes special rule may re-roll any 
failed rolls of 1 To Wound in close combat 




















Praetors arc the mightiest 
warriors and battle-leaders 
of the Space Marine 
Legions, second only to 
the god-like Primarchs 
in martial skill and 
generalship. These lords 
of the Imperium hold the 
power of life and death 
over whole worlds, with 
the direct control of entire 
war fleets and armies in 
their hands. Each is a 
vastly experienced warrior 
and warlord, unique in 
character, who has writ 
a legend in blood for 
themselves, and carries 
into battle the finest 
wargear and weapons 
known to humanity. In 
their ranks can be found 
Chapter Masters and 
Lord Commanders, First 
Captains, Khans and 
Tribunes as the traditions 
of their Legions dictate 
They arc the masters of war 
and have commanded the 
hosts of the Great Crusade 
that have conquered 
worlds unnumbered. 




Legion Praetor 


Unit Composition 

• l Legion Praetor 

Unit Type 

• Infantry (Character) 

Wargear (Legion Praetor only) 

• Artificer armour 

• Bolt pistol 

• Chainsword or combat blade 

• Frag and krak grenades 

Wargear (Terminator only) 

• Terminator armour or 
Cataphractu armour 

• Combi-bolter 

• Power weapon 

Special Rules (All) 

• Legioncs Astartcs 

• Master of the Legion 

• Independent Character 



Options 

• A Legion Praetor may take one of the following; 

- Combi-weapon .. - - —..-- 

- Volldte charger 

• A Legion Praetor may exchange either their bolt pistol and/or 
chainsword/combat blade for one of the following: 

- Volkite Scrpenta.--- 


* a points 
points 
>o points 


- Plasma pistol. .. 

- Ardiaeotech pistol-. - 

- Heavy chainsword ....- 

- Charnabal sabre 

- Power weapon- . 

- Power fist . - . 

- Single lightning claw .. 

- Thundcrhammer 

- Paragon blade - 


---*5 points 

-+15 points 

-+20 points 

— *10 points 
. *to points 

*ts points 
- - -20 points 

--420 pouits 

- *1$ points 

25 points 


— -*5 points 
. +10 points 

.-*25 points 




• A Legion Praetor may exchange both their bolt pistol and 
chainsword/combat blade for a pair of lightning claws .+25 points 

• A Legion Praetor may take melta bombs _ . —*5 points 

• A Legion Praetor may take digital lasers..+15 points 

• A Legion Praetor may upgrade a single weapon to become - 

-Master-crafted .415 points 

• A Legion Praetor maytakeoneofthc following; 

- Combat shield____ 

- Refractor field ___ 

- Boarding shield - 

- Iron halo __ 

• A Legion Praetor may take one of the following; 

- Jump pack. .+:o points 

- Space Marine Bike with twin-linked bolters . . +25 points 

- Legion Scimirar Jetbike with a heavy bolter..+45 points 

Options (Terminator only) 

Alternatively, the Legion Praetor may be equipped with Terminator 
armour. If this is the case they use the following list of options: 

• A Terminator may be one of the following: 

- Terminator armour with 

combi-bolter & power weapon_ - . - +35 points 

- Cataphractu Terminator armour 

with combi-bolter & power weapon .. - - .135 points 

• A Terminator may exchange their combi-bolter for one of the 
following; 

- Combi-weapon +7 points 

- Volkite charger +7point* 

A Terminator may exchange their power weapon for one of the 
following: 

- Power fist or lightning claw ..._.„+to points 

- Chainfist _*15 points 

- Thunder hammer or Paragon blade__ _ +20 points 

A Terminator may exchange both their power weapon and combi- 
bolter for a pair of lightning claws . _+20 points 

• A Terminator may take digital lasers.+i5P° lnl$ 

• A Terminator may take an iron halo.+iopoints 

A Terminator may upgrade a single weapon to become - 

- Master-crafted __ 

• A Terminator may take a grenade harness . 






























Masur of ms Legion 

The full panoply of war of a Legion i< a terrible llung I o behold, and is 
capable of oblilfraling online civilisation! through a variety of deadly means 
ranging from sheer brute font and numbers, armoured assault waves, 
murderous siege-tra/l or overwhelming and relentless altaefc/rom close orbit 
Or. the batlle/ield the under operating deployments of a Spate Marine Legion 
are represented by the army list os written, however varied Jormutions and 
tactics are also present within the Legions and represented here by I he Riles 
of War special rule. 

A Space Marine Legion army may only include a single model 
with this rule as part of iheir HQ choice per 1,000 points 
in the force A model with this special rule may also include a 
Command squad as a retinue as part of the same choice on the Force 
Organisation chart (sec page 10). 

If the army's Warlord (see the Warhammrr 40,000 rulebook), they 
have the Master of the Legion special rule They may also roll twice 
on their chosen Warlord Traits chart (re-rolling any doubled result) 
and select which of the two results they wish to use. 


RITE OF WAR: ORBITAL ASSAULT 
Effects 

• All units in the army eligible ro take a Rhino as a Dedicated 
Transport may instead select Legion or Dreadclaw Drop Pods as 
Dedicated Transports. 

• Legion Dreadnoughts may take Legion Drop Pods as Dedicated 
Transports (on a t I ratio) and Contemptor Dreadnoughts may 
take Dreadclaw Drop Pods (see page 45) as Dedicated Transports 
(on a ri ratio). 

• Units and models in Terminator armour gain the Deep Strike 
special rule. 

• Legion Rapier Weapons Batteries may select Legion Drop Pods as 
Dedicated Transports. 

Limitations 

• Units that cannot be deployed via Deep Strike, either by having 
access to the rule themselves or because they cannot be carried in 
a transport vehicle that has it (infantry in Drop Pods, for example), 
may not be chosen as part of the army. 

• You may not take a fortification allied detachment. 

• All units purchased Dedicated Transports in this army must begin 
the game transported within them. 

RITE OF WAR: ARMOURED SPEARHEAD 
Effects 

• All units in the army eligible to take a Rhino as a Dedicated 
Transport may instead select either a Land Raider Phobos or a 
Land Raider Proteus if they number ten models or fewer as their 
Dedicated Transport. 

• Tank Shocks indicted by tanks in the force impose an additional 
-1 Ld penalty. 

Limitations 

• All units with the Infantry type in the army must cither be 
purchased Dedicated Transports and start the game deployed 
inside them, or begin play transported inside another vehicle 
in the army. This in essence means that you may not take more 
infantry models in your army during selection than you have 
transport capacity to carry' 


The use of one of the Rites of War Is always optional as they impose 
limitations on your army as well as offering other abilities and 
new configurations of units on the Force Organisation chart. In 
particular you may be prevented from using certain types of units 
unless you purchase a particular type of Dedicated Transport for 
them. This makes creanng the army list a more complex procedure 
than normal and is recommended mainly for experienced players. 

Only one Rites of War formation may be used by an army, regardless 
of whether multiple characters with this rule are included, and the 
Rites of War chosen only affects the forces primary detachment 
However, allied forces eligible to do so may use different rites 
or none at all - effects do not carry over to allied forces from the 
primary detachment and vice versa. 

Several of the more common Rites of War for the Space Marine 
Legions are shown below - individual Legions or special characters 
may also have unique Rites of War of their own. 


• Should all the tanks in the force be destroyed in the battle, then the 
enemy counts as having scored an additional secondary objective 

• You may not take a fortification allied detachment. 

RITE OF WAR: ANGEL’S WRATH 

Effects 

• Any model with the Jump Infantry type gains the Hit and Run 
special rule if it did not already possess it. 

• Any unit eligible to take a Rhino as a Dedicated Transport may 
instead take a Storm Eagle Cunship as a Dedicated Transport 

Limitations 

• Only units with the Jump Infantry, Skimmer and Jetbike types, as 
well as infantry units which begin the game inside transporting 
Skimmers and Flyers, may be chosen as part of the force This 

in essence means that you may not take more infantry models 
in your army during selection than you have Skimmer/Flyer 
transport capacity to carry! 

• No unit with the Tank type (unless also a Skimmer or flyer) may 
be taken as part of this army. 

• You may not take a fortification allied detachment 

RITE OF WAR. PRIDE OE THE LEGION 

Effects 

• Veteran and Terminator squads arc Troops choices in the force, 
and units of either of these types must be selected as the force's 
compulsory Troops selections. This also includes any Legion 
specific Terminator squads which are also Elites choices. 

• Command squads may take a Land Raider of cither the Proteus or 
Phobos type as a Dedicated Transport. 

Limitations 

• Should all Veterans and Terminator squads in the force be 
destroyed in the battle, then the enemy counts as having scored 
an additional secondary objective. 

• You may not take an allied force detachment. 
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The ranks of each Space 
Marine legion are tens 
of thousands, sometimes 
hundreds of thousands 
strong and as such require 
a substantial core of battle 
commanders and officers 
to control and co-ordinate, 
as well as more specialised 
ranks and roles which 
help give a Legion its 
operational depth and 
strategic flexibility The 
Ccniunon represents such 
leaders, champions and 
line officers, and whether 
a Company Captain in 
command of a thousand 
or more legionaries on 
campaign, or a Shield- 
Lieutenant given charge of 
a boarding party in a savage 
space battle, to have risen 
in the ranks means they 
have already demonstrated 
their worth in the bloody 
fires of conflict. 




Unit Composition 
• i Legion Centurion 


(Legion Centurion only) 

• Power armour 

• Bolt pistol 

• Chainsword or combat blade 

• Frag and krak grenades 

VTargcar (Terminator only) 

• Terminator armour or 
Cataphractii armour 

• Combi-bolter 

• Power weapon 

Special Rules (All) 

• legiones Astartes 

• Independent Character 


5° POlSTs 


Options 

• A Legion Centurion may take one of the following: 

- Bolter.-. - • - — - ...—-- v'« 

-Combi-weapon. . ^ ^ - Points 

- Volkite charger 

• A Legion Centurion may exchange cither their bolt pistol ' 

chainsword / combat blade for one of the following: • 

- Volkite serpenta 

- Plasma pistol - ^ 

- Heavy chainsword __ tt# . 

-Chamabal sabre - - 

Power weapon- - 

Power list - 

Single lightning daw- - +20po gj 

- Thunder hammer .—«5pcfc* : 

• A Legion Centurion may exchange both their bolt pistol and 

chainsword. combat blade fora pair of lightning claws_+j 5 

• A Legion Centurion may take melta bombs.... ..-+5 pacts 

• A Legion Centurion may exchange their power armour for 

■ Artificer armour . . ., 

• A Legion Centurion may take one of the following: 

- Combat shield . - ___+5 points 

- Refractor field _HO points 

- Boarding shield -u, r - : 

• A Legion Centurion may take one of the following: 

- Jump pack .+ao points 

- Space Marine Bike with rivin-bnked bolters ..*15 points 

- Legion Scimitar Jctbike with a heavy bolter..*45 points 

Options (Terminator only) 

Alternatively, the Legion Centurion may be equipped with Term miter 
armour If this is the case they use the following list of options: 

A Terminator may be one of the following: 

- Terminator armour 

with combi-boiler & power weapon __+35 points 

- Cataphractii ierminatorarmour 

with combi-bolter & power weapon. .. +35 points 

• ATerminator may exchange thetrcombi-boltcrforoneoflhe 

following 

- Combi-weapon. ~r 

- Volkite charger points 

ATerminator may exchange their power weapon foroneofthe 
following 

- Power fist spot 

- Lightning claw ♦5P« n ^ 

- Chainfist riop- ,lWS 

- Thunder hammer „.«Opol | « 

ATerminator may exchange both their power weapon and combi 

bolter for 

• Pair of lightning claws.. . 


























Consul Anv Centunon may be upgraded to one of these roles for 
the points cost listed, gaining any wargear and special rules, and 
abiding by army limitations shown. No Consul may have more than 
one particular upgrade These upgrades should always be clearly 
represented on the model 

Chaplain- 35 points 

Wargear 

• Crozius Arcanum - power weapon (type as shown on model). 

Special Rule 

• Zealot 

Master op Signal 45 points 

Wargear 

• Cogms-signum and Nuncio-vox. 

• May not take a combi-weapon, boarding shield, bolter, power fist, 
thunder hammer, lightning clawi's), Bike, Jclbtkc or Terminator 
armour. 

Special Rule 

• Bombardment - Once per game, in lieu of firing a weapon in the 
Shooting phase, they can opt to call in a bombardment attack 
against the enemy. This has the following profile- 

Weapon Range Str AP Type 

Bombardment Unlimited 8 } Ordnance D}, Large 

Blast (5’), Barrage 

Legion Champion: 35 points 

Wargear 

• One close combat weapon wielded by the Legion Champion gains 
the Master-crafted special rule 

Special Rules 

• Supreme Fighter-Increase WS to 6. 

• Honour of the Legion - Must re-roll failed attempts at Glorious 
Intervention, and must always issue challenges in combat if able 

Librarian: i 5 points plus the cost of Psychic Masiiry 

Psykcr 

• Must take up to two levels of psychic mastery (costing 20 points 
each) A single psychic discipline from the Warliammer 40,000 
ndebook is then chosen. 

• Replaces their chainsword or combat blade (or power weapon If in 
Terminator armour) with a force weapon. A force sword, force axe 
or force stave may be chosen. 

Forge Lord: 35 points 

Wargear 

• Servo-arm and artificer armour 

• Additional wargear listed for the Tcchmarinc on page 25, may also 
be taken at the costs indicated. 

• May take a Cortex Controller for +15 points. 

Special Rule 

• Battlesmilh 

Primus Medicae: 35 points 

Wargear 

• Narthecium and needle pistol. 

Special Rule 

• Sacred Trust - In missions where Victory points arc scored for 
destroying units, if a Primus Medicae is within 6 " of a friendly 


Space Marine infantry or Jump infantry unit which is wiped 
out by the enemy, roll a D6. On a 5* the player whose unit was 
destroyed also gains a Victory point, as well as the enemy 

Vicuator; 35 points 

Wargear 

• Cameleoline and bolter (Krakcn/Tempest/Scorpius bolts) 

• May replace their power armour with scout armour (4+ save 1, this 
gains them the Infiltrate and Move through Cover rules (frecl 

• May not take combi-weapon, boarding shield, power fist, thunder 
hammer, lightning claw(s), Bike, Jetbikc or Terminator armour. 

Special Rules 

• Scout and Sniper 

• Sabotage! After both sides have deployed, but before the first game 
turn, select a single enemy unit or fortification on the table (not an 
Independent Character) Roll a D6. On a 2+ that unit suffers 

D6 Str 5 AP 6 hits. Targets are struck against their weakest Armour 
value. Casualties are allocated by the opposing player and do not 
cause Morale checks. A single Sabotage' attack may be made for 
each Vigdator in the force If both sides possess them, roll off to 
determine which side's attacks go first 

Siege Breaker 45 points 

Wargear 

• Nuncio-vox. 

• May take up to three Phosphex bombs for+10 points each. 

Medusa Siege Tanks in the army may exchange their normal shells 
for Phosphex shells for free 

Special Rule 

• Art of Destruction. The Siege Breaker has the Tank Hunters and 
Wrecker special rules applied to all of their own attacks, and also 
confers these rules to the heavy weapon shooting attacks of any 
infantry unit they join. 

MOR!TAr45 POINTS 

Wargear 

• Additional bolt pistol and rad grenades. 

• May not take a combt-wcapon, boarding shield, bolter, power fist, 
thunder hammer, lightning claw(s), Bike, Jetbike or Terminator 
armour 

Special Rules 

• Scout and Counter-attack. 

• Chain Fire - When attacking with pistol weapons, the Monlnt 
may declare a Chain Fire attack. For every successful hit, they may 
make an immediate additional shooting attack with the weapon 
against the same target and may continue doing so until they miss 
with the weapon (note that the Gunslinger special rule applies and 
so the Morttat may fire two pistols at once). After they have made 

a Chain Fire attack, they may not assault tn that player turn or use 
shooting attacks in the following turn. 

• Lone Killer - A Moritat may not be taken as a Compulsory F1Q 
choice, only as an optional FlQchoice, and may never be the 
army's Warlord. Note that this means a Moritat may nor be taken 
as part of an Allied Contingent. They may not join units or travel 
inside transports with other units except Legion Destroyer squads. 
They may nor benefit from any Blessing type psychic powers, or 
from Leadership bonuses, Leadership re-rolls or other beneficial 
special rules provided by other friendly models or army-wide 
effects which are the result of a Rue of War 





















Legion Command Squad 


Marine commanders 
and champions to be 
accompanied in battle by a 
squad of highly disciplined 
and worthy warriors. They 
serve both as a bodyguard 
for theircommanderand 
are entrusted to carry 
one of the Legion’s great 
standards, making them 
a rallying point on the 
battlefield for the Legion's 
troops. These chosen Space 
Marines have access to the 
finest watgear available to 
the Legion's rank and file 
and embody the Legion’s 


Dedicated Transport 

• A Legion Command Squad may choose a Rhino or Proteus Ur.J 
Raider as a Dedicated Transport Note that if an army contains a 
character that has one of the Rites of War special rules Isee pa^ 
other Dedicated Transport options may be available for the sq^ 51 


Wargear (Terminator 
Bodyguard only) 

• Terminator armour or 
Cataphractii armour 

• Combi-bolter 

• Power weapon 

• Legion Standard (Terminator 
Standard Bearer only) 


VPS 

Legion Space Marine Chosen 5 
Legion Standard Bearer 5 

Unit Composition 

• 2 Space Marine Chosen 

• 1 Legion Standard Bearer 


Special Rules (All) 

• Lcgioncs Astartes 

• Chosen Warriors 

• Retinue 


Unit Type 

• Infantry 

Wargear 

• Artificer armour 

• Bolter (Chosen only) 

• Legion Standard (Legion 
Standard Bearer only) 

• Bolt pistol 

• Chainsword or combat blade 

• Frag and krak grenades 























rl 

■if ! ! 


Options 

• The Legion Command Squad may take 

- Two additional Legion Space Marine Chosen 

• The Legion Command Squad may take: 

- Meha bombs. — -- - +15 points 

• Any member of the Legion Command Squad may take 

- Combat shield . - ..+5 points each 


• Any member of the Legion Command Squad may exchange their 
chainsword/combat blade or bolt pistol for one of the following: 


Special Option (Terminator Bodyguard) 

If the Legion Praetor which is pan of the Legion Command Squad's 
points each Force Organisation chan choice has Terminator armour, the squad 
may exchange their wargear for a set of Terminator armour, if the 
squad is upgraded with Terminator armour, then every member of 
the squad must be upgraded in the same way and has access to the 
following options rather than those shown previously 


- Heavy chainsword ... 

- Chamabal sabre .- • 

- Power weapon... 

- Power fist or lightning claw.. 

- Plasma pistol- 


♦ 5 points each 
+5 points each 
_ +10 points each 

.+ij points each 

+15 points each 


• Any Space Marine Chosen may exchange their bolter for one of the 
following: 

-Combi-bolter no points each 

- Volkitecharger —... +iopointseach 

• If the squad's Legion Praetor has either a Jump pack, Space Marine 
Bike or Jetbike, then the Legion Command Squad may also be 
identically equipped for the cost shown below If any of these options 
arc taken, the squad may no longer take a Dedicated Transport and 
every member of the squad must be identically upgraded. 

- Jump pack +15 points each 

- Space Marine Bike with twin-linked bolters — +20 points each 

- Legion Scimitar Pattern Jetbike with heavy bolter -.+35 points each 


• The Terminator Bodyguard and Terminator Standard Bearer must be 
equipped with one of the following: 

- Terminator armour 

with combi-bolter ti power weapon .+15 points each 

- Cataphractii Terminator armour 

with combi-bolter & power weapon -.*15 points each 

• One model in the squad may exchange their combi-bolter for one of 
the following: 


- Heavy flamer.---.. 

if! 

• Any Terminator and/or the Terminator Standard Bearer may 

exchange their combi-bolter for 

♦7 points 

- Volkite charger. ... 

._ f7 points 

• Any Terminator and/or the Terminator Standard Bearer may 

exchange their power weapon for one of the following. 


- Litrhrnine claw .... .... 

Zlsnoints 

- rioroints 

- Thunder Hammer ______ ... 

Doints 

• Any Terminator and/or the Terminator Standard Beater may- 

exchange both their power weapon and combi-bolter for 

- Pair of lightning claws .—.. 

• The Terminator Standard Bearer may take: 

. +15 points 

• Legion Command Squads equipped in Terminator armour 
numbering five models or less may take a Land Raider Phobos as a 

Dedicated Transport (and can not take a Rhino). 


Retinue 

A Legion Command Squad may only be chosen as a ret 

intie for J 

a Legion Praetor or Legion special character with the Warlord 1 

special rule, and may not be taken as part of an army on 

their own. 

They take up a single Force Organisation chart choice with that 

Praetor, but do not have to be deployed with them and : 
as a separate unit during the game 

ire treated 1 































Legion Veteran Tactical Squad 


I2 5 polnts 


Legion Veteran Space Marine 4 
Legion Veteran Sergeant 4 


.ELITES 

Exceptional and 
experienced warriors 
within the ranks of the 
Space Marine Legions are 
quickly singled out and 
honoured with additional 
training in all aspects of 
warfare and equipped to 
the highest standards, so 
to further amplify their 
battlefield power. Certain 
Legions will further 
separate their veterans 
and raise them above the 
ranks by inducting them 
into warrior brotherhoods, 
martial cults or specified 
veteran companies. This 
serves to create an elite 
body within the Legion to 
which other warriors can 
aspire to ascend, and from 
which future commanders 


Unit Composition 

• 4 Legion Veteran Space 

Marines 

• j Legion Veteran Sergeant 

Unit Type 

• Legion Veteran Space Marine 
Infantry 

• Legion Veteran Sergeant: 
infantry (Character) 

NVargear 

• Power armour 

• Bolter 

• Bolt pistol 

• Chainsword or combat blade 

• Frag and krak grenades 

Special Rules 

• LcgioncsAstartes 

• Veteran Tactics 

Dedicated Transport 

• A Legion Veteran Tactical 
squad may choose a Rhino as a 
Dedicated Transport Note that 
if an army contains a character 
that has one of the Rites of 
War special rules (see page 
15), other Dedicated Transport 
options may be available for 
the squad. 


Options 

• The Legion Veteran Tactical Squad may take: 

- Up to s additional Veteran Space Marines. 

• One Legion Veteran Space Marine may take 

- Nuncio-vox. . 

• One Legion Veteran Space Marine may carry 

- Legion vexllla. 

• The entire squad may take melta bombs . 

• Any Veteran Space Marine or the Veteran Sergeant may exchar 
their bolt pistol for one of the following: 

- Volkite serpenta ♦5poIii8e*S 

• Any Veteran Space Marine or the Veteran Sergeant may exchange 
their chamsword/combat blade for 


~ +1 5 Points tad, 


* 10 Pown 


1,1 0 Points 

pomu 


- Power weapon +10 points each 

For every five models in the squad one Veteran may exchange the,- 
bolter for one of the following: 

- Volkite charger . -no points each 

- Mcltagun -15per- 

-Plasma gun —4l|]pdgj 

- I Icavy flamer -1 c pv-: 

- Heavy bolter and Suspcnsor web. ...mo point 

- Missile launcher and Suspcnsor web 

(with frag and krak missiles).. . .*25 point! 

The Veteran Sergeant may exchange their chainsword/combatfclaJe 
for one of the following: 

Power fist ...-etcpoints 

- Single lightning claw -15 points 

- Thunder hammer . . ..-■uopoinB 

The Veteran Sergeant may upgrade their power armour to: 

- Artificer armour mo points 

The Veteran Sergeant may exchange their bolter for one of the 
following: 

-Combi-weapon ...mo points 

- Plasma pistol . mpo-ar* 

If the squad contains a missile launcher, this may be upgraded 10 
also fire flakk missiles .. -.Mcpomts 


Veteran Tactics 

A Legion s veterans are among its most experienced warriors, 
consummate fighters who have ground the armies ot scores of I 
worlds under their boots. Before the game begins you must select 1 
one of the following special rules for ihc squad 


- Fearless 

- Sniper 

- Furious Charge 

- Outflank 

- Tank Hunters 
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ELITES 


The origins of the Destroyer 
squads lay in the Unification 
Wars of Terra, but perhaps 
surprisingly not with the 
forces of the Emperor but 
his enemies. Considered 
dishonourable by some 
Legions who make little 
use of them or eschew 
them altogether, the 
Destroyers are equipped 
with and expert tn the use 
of otherwise proscribed 
and forbidden weaponry. 
Alongside certain factions 
of the Mcchanicum, 
only Destroyer cadres 
have license to use such 
forbidden devices. Rad- 
weapons, bio-alchem 
munitions and the crawl- 
burning honor of Phosphex 
are among their dark 
arsenal—weapons which 
irrevocably taint the ground 
on which they are used. 
During the long nightmare 
of the Age of Strife such 
weapons rendered many 
once life-sustaining colonies 
uninhabitable charnel 
houses of the dead. Marked 
by their fire-blackened 
and chem-scalded armour, 
Space Marine Destroyers are 
often shunned and deemed 
somehow tainted by their 
battle-brothers in many 
Legions as considered at best 
a necessary evil although the 
effectiveness of their relic- 
weapons cannot be denied. 


Legion Destroyer Marine 
Legion Destroyer Sergeant 


150 POINTS 


Options 

• The Legion Destroyer Squad may take- 

- Up to 5 additional Destroyer Space Marines. ..-+20 points each 

• The entire squad may take mclta bombs- ... 125 points 

• The entire squad may be equipped with jump packs ... »75 points 

(if this is done the squad may not take a Dedicated Transport). 

• Tor every five models in the squad, one Destroyer Space Marine may 
exchange one of their bolt pistols for one of the following: 

- Missile launcher equipped with a suspensor web and 

rad missiles (and no other type)..+aj points each 

- Volkite serpenta . .. *5 point each 

- Hand flamer tic points each 

- Plasma pistol +15 point* each 

• The Destroyer Sergeant may exchange their chainsword/combat 
blade for one of the following: 

- Power weapon..- . tio points 

- Powerful _ +15points 

Single lightning dam *15 points 

- Thunder hammer <2optunts 

• The Destroyer Sergeant may upgrade their power armour to: 

-Artificer armour. -lopoims 

• The Destroyer Sergeant may take up to: 

- Three phosphex bombs- --- - tio points each 


Unit Composition 

• 4 Legion Destroyer 
Space Marines 

• 1 Legion Destroyer Sergeant 


Unit Type 

■ Legion Destroyer Marine 
Infantry 

• Legion Destroyer Sergeant. 
Infantry (Character) 


• Power armour 

• Two bolt pistols each 

• Chainsword or combat blade 

• Frag, krak and rad grenades 


Special Rules 

• Legiones Astartes 

• Counter-attack 


Dedicated Transport 
• A Legion Destroyer Squad may 
choose a Rhino or a Proteus 
Land Raider as a Dedicated 
Transport. Note that if an army 
contains a character that has 
one of the Rites of War special 
rules (see page 15), other 
Dedicated Transport options 
may be available for the squad 


















The fruits of the Tactical 
Dreadnought Armour 
project, Terminator suits 
arc the ultimate advance in 
personal armour technology 
the Imperium has developed. 
Terminator squads 
match these formidable 
developments with the 
finest veteran forces of the 
Legions to form devastating 
frontline assault units, able 
to withstand the heaviest 
enemy fire and deliver a 
hammer blow to crush the 
foe with ruthless power. 
Terminatorarmour equipped 
units arc particularly valuable 
in heavy close-quarter 
fighting such as battles 
fought in the deep confines 
of hive cities or in starship 
boa tding actions. 


Legion Terminator 4 

Legion Terminator Sergeant 4 


Unit Composition 

• 4 Legion Terminators 

• i Legion Terminator Sergeant 


Unit Type 

• Legion Terminator Space 

Marine- Infantry 

• Legion Terminator Sergeant: 

Infantry (Character) 


Wargear 

• Terminatorarmour 

• Combi-bolter 

• Power weapon 


Dedicated Transport 
• A Legion Terminator squad 
numbering five models may- 
take a Land Raider Phobos 
as a Dedicated Transport or a 
Spartan if ten models or fewer. 
Note that if an army contains 
a character that has one of 
the Rites of War special rules 
(see page 1$), other Dedicated 
Transport options may be 
available for (he squad. 


Special Rules 

* Legioncs Astartcs 

• Implacable Advance 


Options 

• The Legion Terminator Squad may take- 

- Up to S additional Terminators ...... 

• For every five models in the Legion Terminator Squad, one 
Terminator may exchange their combi-bolter for one of the 
following special weapons: 

- Heavy flamer- 

- Reaper autocannon 

- Plasma blaster 


30 point, ^ 


*5 points 
♦‘S points 


• Any Terminator and/or the Terminator Sergeant may exchange theij 
combi-bolter for one of the following. 

- COmbi weapon .V points 

- Volkttc charger +7potots«| 

• Any Terminator and/or the Terminator Sergeant may exchange then 
power weapon for one of the following: 


Power fist 

Lightning claw 

.- - +5 points nch 

Cluinfist 

- no points each 


- Thunder hammer ..no points ads 

• Any Terminator and/or the Terminator Sergeant may exchange both 
their power weapon and combi-bolter for 

- T.iir of lightning claws .-ispouii 

• The Terminator Sergeant may take a grenade harness_no points 

• Any unit may exchange its Terminator armour for Cataphractu 
pattern armour for free. If this is the case then the entire unit must 
be so equipped and appropriately modelled. 


Implacable Advance 

Legion Terminator squads arc used to assail the most heavily 
defended objectives and secure them for the advance of allied 
forces. Legion Terminator Squads are always counted as sconng 
units in any mission where Troops are also counted as sconng units. 






















Techmarine Covenant 


45 POINTS PER MODEL 



ELITES 


Techmarines are specialist 
members of the Legion 
whose Intelligence and 
aptitude marked them from 
an early stage for induction 
into the rites and secrets 
of the Mcchanicum.and 
so hold dual allegiances 
both to their Legion and to 
the Machine Cult of Mars 
Their role is to maintain and 
oversee the: manufacture 
and supply of wargear and 
vehicles for their Legion, as 
well as operate and repair 
the most specialised and 
complex weaponry on 
the battlefield In this a 
Legion’s Armorum and its 
Techmarine masters are vital 
to its ability to wage war. 


Dedicated Transport 
• Any Legion Techmanne 
may take a Rh ino as a 
Dedicated Transport. 


Unit Composition 

• 1-3 Legion Techmarines may 
be taken as a single Elites 
choice for the army. Each 
Legion Techmarine functions 
as a separate unit in the game 
and may be joined by Servo- 
automata (see Options). 

Unit Type 

• Servo-automata Infantry 

• Legion Techmanne Infantry 
(Character) 

Wargear (Legion Techmarine) 

• Artificer armour 

• Bolt pistol 

• Frag and krak grenades 

• Power axe 

Wargear (Servo-automata) 

• Chainsword 

• Bolter 

Special Rules (Legion 


Options 

• Any Legion Techmarine may take one of tl 
wargear 

- Nuncio-vox-. 

- Master-crafted bolter... .....- 

- Combi-weapon.... . 

- Volkite charger ..— 

- Plasma pistol.. . 

- Graviton gun 

• Any Techmanne may take melta bombs 

• Any Techmarine may replace their servo-a 

- Conversion beamer - 

• Any Techmanne may take rad grenades. - 

• Any Techmarine may exchange their powt 

hammer_ 

• Any Techmarine may take a Cyber-familiar 

• Any Techmarine may be accompanied by- 

- Up to 4 Servo-automata forming a unit with them 

• Any Servitor-automata may exchange its bolter with 
following: 

- Lascutter 

- Power fist 

- Rotor cannon _ 


_ +10 points 

415 points 

-45 points 

ith: 

.435 points 

for a thunder 

415 points 

[2 points each 


Techmarine) 


• Lcgloncs Asiatics 

Cybernetica 

• Battle-smith 

If Servo-automata are no longer accompanied by a Legion 


Techmarine, they must take a Pinning test at the start of each 

Special Rule (Servo-automata) 

Movement phase unless they are already engaged in combat < in i 

• Cybernetica 

which case they fight on normally) 
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ELITES 


A legion'! Apothecaries 
carry its most sacred (rusts— 
the care of its fallen and 
the promise of its future. 
Serving as battlefield healers 
it is an Apothecary s task to 
proffer atd to the wounded, 
return the injured back 
to the fray and minister 
final mercy to those in 
need of it. From those 
beyond help, they have the 
onerous duty of recovering 
the Legion’s gene-seed 
zygotes for implantation in 
future generations of Space 
Marines. These tasks require 
skill, learning and above all 
courage—for it is one thing 
to fight an enemy, and quite 
another to turn from battle 
and tend to the fallen in the 
midst of War when all around 
is a whirlwind of slaughter, 
heedless of safety. 


45 POINTS 


per model 


Unit Composition 

• t-j Legion Apothecaries 

may be taken as a single 

Elites choice for the army as 
long as you have sufficient 
units to attach them to. Each 
Apothecary must be assigned 
to one of the following squad 
types in your army during 
deployment and may not 
voluntarily leave it during the 
game. Only one Apothecary 
may be assigned to each. 

- Legion Tactical squad 

- Legion Breacher Siege squad 

- Legion Destroyer squad 

- Legion Seeker squad 

- Legion Tactical 
Support squad 

• Legion Heavy Support squad 

- Legion Veteran 
Tactical squad 

- Legion Command squad 

- Night Lords Terror squad 

- Salamanders Pyroclast squad 

• Alpha Legion Headhunter 
Kill Team 

- Imperial Fists Phalanx 
Warder squad 

• Note Additional Legion 
specific squads may also 
include an Apothecary - units 
which can do so will be noted 
in their unit entry 


Legion Apothecary 


Unit Type 

• Infantry (Character) 


US S T W I A Ld Sv 

Wargear 

• Power armour 

• Bolt pistol 

• Frag and krak grenades 

• Chainsword 

• Narthccium 

Special Rule 

• Legiones Astartes 

Options 

• The Apothecary may take one of the following 

- Augury scanner - . - --- 

- Combi weapon 
Volkite charger 

• The Apothecary may exchange their chainsword for 

- Power sword 

• The Apothecary may have artificer armour.__ 
















Legion Dreadnought Taion 


125 POINTS PER MODEL 



Legion Dreadnought 


Armour 

WS BS S Front Side Rear 

5 5 6 12 ia 10 





Options 

• Any Legion Dreadnought in the Talon may replace their twin-linked 
heavy bolter with one of the following: 

- Multi mclta 1 re* 

- Twin-linked autocannon .. .-.- _ .45 points 

- Twin-linked missile launcher 

(with frag and krak missiles)-_ ... 

- Plasma cannon.. .. - 

- Flamestorm cannon . 

- Twin-linked lascannon..... 

- Volkite culvenn ... 

- Dreadnought close combat weapon with 

inbuilt twin-linked bolter.... 

(This grants the Dreadnought an additional close combat attack) 

• Any Dreadnought may replace its Dreadnought close combat 
weapon and inbuilt twin-linked bolter with one of the following 

- Twin-linked heavy bolter .. 

- Chainfist with an inbuilt twin-linked bolter . 

- Siege Wrecker with inbuilt twin-linked bolter 

- Twin-luikcd atitocannon . ... 

VoUdte culverin 

- Twin-linked missile launcher 

(with frag and krak missiles.) ... 

• Any Dreadnought in the Talon may replace any 
with one of the following 

- Heavy flamer 

- Plasma blaster . 




4io points each 
420 points each 
415 points each 
415 points each 


- Mcltagun... 

• Any Legion Dreadnought may be equipped with 

- Extra Armour. .410 points 

- Armoured Ceramite. -42opoints 

• Any Legion Dreadnought may be equipped with one of the 
following 

- Up to two Hunter-killer missiles. .410 points each 

Havoclaunchcr .415 points 

ny Legion Dreadnought may be equipped with 

mnehers. 415 points 


Talon is a specific formation designed to opera 
t’ on the battlefield in order to smash through 
, but given the power and individuality of 
ts themselves operates more akin to a warrior 
idron unit. When first deployed on the battlefield 
rt of the game or when arriving via Reserves later 
Dreadnoughts must be placed within 6" ofeachoth'etr 
but afterwards operate Indepe 


Unit Composition 
• 1-3 Legion Dreadnoughts 


Wargear 

• Smoke launchers 

• Searchlight 

• Twin-linked heavy bolter 

• Dreadnought close combat 
weapon with inbuilt twin- 
linked bolter 

Special Rule 

• Dreadnought Talon 

Dedicated Transport 

• A Legion Dreadnought 
Talon numbering a single 
Dreadnought may select a 
Legion Dreadnought Drop Pod 
as a Dedicated Transport. 


ELITES 

Dreadnoughts are heavily 
armed and armoured 
robotic walkers, piloted 
by an Interred Space 
Marine whose injuries are 
irreparable but who has 
enough spark of life and will 
left to endure encasement 
within the Dreadnought's 
cyborg frame. From within 
this armoured sarcophagus 
the warrior can continue 
to fight for his Legion for 
centuries, perhaps millennia, 
striding the battlefield like 
one of the giants of legend, 
both more and less than 
what they were before. 
Dreadnoughts have their 
roots far back in the Dark 
Age of Technology, and have 
endured in idiosyncratic 
forms both on Mars and 
with the techno-barbaric 
warlords of Terra as well 
as in scattered human 
realms throughout the Age 
of Strife- Some of these 
individual relics are still in 
service—although many 
times re-tenanted over the 
millennia. Brought together 
notv under the bannerof the 
Imperium.many patterns of 
Dreadnoughts exist and it 
Is in latter-day conjunction 
with the superhuman 
physiology of the Space 
Marines that this technology 
has reached its zenith. 


I- - J 
























ELITES 


Regarded by many as the 
most advanced and powerful 
pattern of Dreadnought 
In the arsenal of the Great 
Crusade, the Contemptor 
is a relatively recent design 
that Incorporates not only 
traditional Dreadnought 
technologies, but arcane 
systems drawn from the 
ancient and guarded lore 
of the Legio Cybemetica 
of the Mcchanlcum. 
Principal among these is a 
compact atomantic arc- 
reactor mote powerful by 
far than anything of its size 
in Imperial manufacture 
The abundance of energy 
It generates can be used 
to grant the Dreadnought 
frame speed and strength 
as well as power defensive 
energy field systems 
to further increase its 
battlefield durability. These 
advantages over the older 
Ludferand Castraferrum 
pattern Dreadnoughts 
however are not without 
their price. The Contemptor 
requires higher levels of 
maintenance than most 
previous designs, while 
the arc-reactor if breached 
is prone to catastrophic 
failure, dooming the 
Contemptor chassis to utter 
destruction. Regardless, the 
Contemptor* power has 
found it a place within every 
Legion and demand for the 
new chassis is high. 


Contemptor Dreadnought Talon 


175 points per Modei 

Armour 

VPS US S Front Side Rear I A 

Legion Contemptor Dreadnought 5 5 7 l i '° 4 2 3 


Unit Composition 
• 1-3 Contemptor Dreadnoughts 


Unit Type 
• Vehicle (Walker) 


Wargear 

• Smoke launchers 

• Searchlight 

• Twin-linked heavy bolter 

• Dreadnought dose combat 

weapon with inbuilt twin- 
linked bolter 


Spcdal Rules 

• Dreadnought Talon 

• Atomantic Shielding 

• Fleet 


Dedicated Transport 
• A Contemptor Dreadnought 
Talon numbering a single 
Dreadnought may select a 
Legion Dreadnought Drop Pod 
as a Dedicated Transport. 


Multi-melta -.. 

Twin-linked autocannon 

-- f »e 

Plasma cannon 

*5 points 

Volkitc culverin —. 

*10 points 

Kheres pattern assault cannon - 

Twin-linked lascannon - - 

... +,0 Pomn 

*'5 points 

Heavy conversion bcamer .—. 

Dreadnought dose combat weapon with 
inbuilt twin-linked bolter.... 

+25 points 
- + 35 points 

--Frtt 


(This grants the Dreadnought an additional close combat attack) 
Any Legion Contemptor Dreadnought may replace its Dreadnought 
close combat weapon and bolter with one of the following: 

Chainfist with an inbuilt twin-linked bolter-♦lopoir.u 

Multi-melta „ f-. t 

Twin-linked autocannon -Hopoints 

Twin-linked heavy bolter . ft. 

Plasma cannon . ..atopies 

Volkiteculvenn ....♦topcins 

Kheres pattern assault cannon... . _+tspoir.is 

Twin-linked lascannon -tipcirn 

Any Legion Contemptor Dreadnought in the Talon may replace any 
twin-linked bolter with one of the following: 


- Heavy flamer ... 

- Plasma blaster.. 

- Graviton gun .. 

- Meltagun 


.. +10 points each 

120 points each 
-. -.+15 points each 
115 points each 


• Any Dreadnought may be equipped with Extra Armour -ttopomis 

• Any Dreadnought may have a: 

- Carapace-mounted Havoc launcher . . ...... -tippoinu 


Dreadnought Talon 
A Dreadnought Talon is a specific formation designed to operate 
as 3 ‘clenched fist' on the battlefield in order to smash through 
the fiercest resistance, but given the power and individuality 
of (he Dreadnoughts themselves operates more akin to a 
warrior band than a squadron unit When first deployed on the 
battlefield (either at the start of the game or when arriving via 
Reserves later on), the Dreadnoughts must be placed within t' 
of each other, but afterwards operate independently and are net 
treated as a vehicle squadron 


Atomantic Shielding 
One of the Contemptor pattern's most distinctive features is a scn<> , 
of defensive field generation* mounted inside its armour planng 
and powered by the enhanced Aiotruntic poweT core within ' 

A Contemptor Dreadnought has a 5+ invulnerable sa ve against 
shooting attacks and explosions, and (ic against atlackssidf**! 
in close combat. In addition, if the Conrcmptbf5uff«rs a ‘.VeW 4 
Explodes’ damage result, add +1* to the radius of the blast. 






























ELITES 


One of a number of similar 
designs utilised by the 
Imperium's armed forces. 
Rapier carriers are semi- 
automated tracked weapons 
carriers with on-board 
targeting systems and power 
generators. Designed to 
mount support weaponry 
too large and cumbersome 
for even the superhuman 
strength of a Space Marine 
to carry, the Rapier s 
relatively small size and 
mobility makes it a perfect 
support weapon both in 
defence and offence where 
larger field artillery and 
armoured vehicles cannot 
go due to their size or 
weight. The most common 
armaments mounted on the 
Rapiers of the Space Marine 
Legions are quad-heavy 
bolters and Laser Destroyer 
arrays for anti-personnel and 
anti-armour use respectively, 
while so-called Thudd 
Cun' multi-launchers 
are favoured for siege 
warfare and suppressive 
fire. More rarely a Legion's 
Techmarines will also use 
Rapier carriers as mounts for 
more exotic weaponry for 
special operations such as 
the Graviton cannon 


Legion Rapier Weapons Battery 


40 POINTS PER MODEL 


Legion Space Marine 4 

Rapier Carrier 

Unit Composition 

• i-j Rapier Camers forming a 
squadron Each Rapier has 1 
Space Marine crew. 

Unit Type 

• Rapier Carrier Artillery 

• Legion Space Marine Infantry 

Vargear (Space Marine Crew) 

• Power armour 

• Bolt pistol 

• Frag and krak grenades 

Wargcar (Rapier Carrier) 

• Quad heavy bolter 

Special Rules 
■ Legiones Astartes (Space 
Marine Crew) 

• Extremely Bulky (Rapier 
combined with Crewi 


Options 

• Any Rapier Carrier may exchange its quad heavy bolter with one of 
the following- 

- Laser destroyer array..- - -ij points each 

- Quad mortar ('Thud gun't.—- - 20 points each 

- Graviton cannon... ^35 points each 






















Legion Mortis Dreadnought 





on both armj, grant!ng It the 
ability to bring a fearsome 
weight of firepower to bear 
on its target. The Mortis is 
often fitted with a helical 
targeting array slaved to 
enhanced tatget-cursing 
logis engines that allow 
it to track its foe with 
unprecedented accuracy and 
which make it particularly 


Initially, the majority 
of Mortis sub-pattern 
Dreadnoughts were o 
the Contemptor type, 


I'atrcrns (MklVsnd MkV) 
Dreadnought has entered 


numbers, this sub-pattern 
has been pressed into the 
anti-air role across all of the 
war zones of the Imperium. 


Wargear 

• Smoke launchers 

• Searchlight 

• Two twin-linked heavy bolter! 

Special Rules 

• Helical Targeting Array 


The Dreadnought weapon 
configuration referred to 


Options 

• The Legion Mortis Dreadnought may exc 
heavy bolters with one of the following. 


- Two multi me lias 

- t wo twin-linked autocannon _ . rft 

- Two twin-linked missile launchers 

(with frag and krak missiles) .. — 

- --“io points 

- Two twin-linked lascannon - 

+a 0 points 

The Legion Mortis Dreadnought may take: 
- Extra Armour 

e l - „ * io l JO ' r - t ‘ 

any of the following 


+I o points 

The Legion Morns Dreadnought may take i 

- Up to two hunter-killer missiles .. .._ 

- Havoc launcher 

one of the following 

+ to points each 

---—115 001015 


Unit Composition 
• t Legion Mortis Dreadnought 


Unit Type 
• Vehicle (Walker! 


Helical Targeting Array 

The Helical array's advanced augurs and sophisticated banks of 
combat-cogilators allow the Mortis Dreadnought to track and 
destroy even the swiftest of targets with ease. However, due to the 
Helical array’s delicacy and ravenous consumption of power, the 
Dreadnought must be immobile while the system is in operation. 

If the Legion Mortis Dreadnought chooses to neither move nor 
Run in its turn, it gains the Skyfire and Interceptor special rales 
for that entire Game turn (ie, both the controlling player's turn, 
and his opponent s following player turn). 




























Contemptor-Mortis Dreadnought 


155 POINTS 




Talons go 10 war they are 
sometimes accompanied 
by specialist machines 
to protect them from air 
attack Where possible, 
the Contemptor-Mortis 
is fielded, for this anti-air 
sub-pattern of the standard 
Contemptor Dreadnought 


Special Rules 

• Atomantic Shielding 

• Helical Targeting Array 


Atomantic Shielding 

One of the Contcmptorpaitern's most distinctive features is a 
series of defensive field generators mounted inside its armour 
plating and powered by the enhanced atomantic power core 
within. 

A Contcmptor-Morns Dreadnought has a 5+ invulnerable save 
against shooting attacks and explosions, and a 6 + invulnerable 
save against attacks in close combat I n addition, if the 
Contemptor-Mortis suffers a 'Vehicle Explodes' damage result, 
add + 1* to the radius of the blast 


Dreadnoughts are utilised 
throughout the Legiones 
Astartes, fielded as 
spearhead assault units able 
to operate in war zones and 
environments impassable 
to more conventional 
classesofvchiclc. Most in 
demand of all the types 
of Dreadnought In the 
arsenals of the Imperium 
are theContemptors, 
towering war machines that 
utilise a combination of 
machine systems recovered 
during the Great Crusade, 
principal amongst them the 
potent and ill-understood 


Unit Composition 

• 1 Contemptor-Mortis 
Dreadnought 

Unit Type 

• Vehicle (Walker) 

Wargear 

• Smoke launchers 

• Searchlight 

• T\vo twin-linked heavy bolters 


Options 

• The Contemptor-Mortis may exchange its two twin-linked heavy 


bolters with one of the following; 

- Two multi-meltas —.....- — Frce 

- Two twin-linked autocannon . .._ 110 points 

- Two Kheres pattern assault cannon... +25 points 

- Two twin-linked lascannon..*3° points 

• The Contemptor-Mortis may take any of the following. 

-ExtraArmour..... ........ _+iopoints 

• Havoc Launcher__ +1$ points 


tcgion Contemptor-Mortis 


Helical Targeting Array 

The Helical array's advanced augurs and sophisticated hanks of 
combat-cogitators allow the Contemptor-Mortis to track and 
destroy even the swiftest of targets with ease However, due to the 
Helical array's delicacy and ravenous consumption of power, the 
Dreadnought must be immobile while the system is in operation 


If the Contemptor-Mortis Dreadnought chooses to neither move 
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Legion Tactical Squad 


Legion Tactical Space Marine 4 

Legion Tactical Sergeant 4 


X 50 P0L\t s 


TROOPS 

Tactical squad* are the 
mainstay of the Space 
Marine Legions and the 
force by which the Great 
Crusade has reconquered 
much of the galaxy It is 
by the lighting power of 
thousands of superhuman 
warriors such as these, 
armed and armoured for 
battle in the harshest of 
environments and the 
deadliest of war zones that 
the enemies of Mankind 
have been crushed time 
and again. The Legion 
Tactical squad is a highly 
flexible infantry unit, able 
to attack or defend at will, 
assault heavily fortified 
positions and take and 
hold strategic objectives or 
simply slaughter an enemy 
comprehensively in almost 
any terrain or situation. 


Unit Composition 

• 9 Legion Tactical 
Space Marines 

• t Legion Tactical Sergeant 

Unit Type 

• Legion Tactical Space Marine 
Infantry 

• Legion Tactical Sergeant 
Infantry (Character) 

Wargear 

• Power armour 

• Bolter 

• Bolt pistol 

• Frag and krak grenades 

Special Rules 

• Legiones Asiartes 

• Fury of the Legion 

Dedicated Transport 

• As long as it numbers no more 
than to models, the squad may 
choose a Rhino as a Dedicated 
Transport. Note that if an army 
contains a character that has 
one of the Rites of War special 
rules (see page is), other 
Dedicated Transport options 
may be available for the squad. 


Options 

• The Legion Tactical Squad may take 

- Up to to additional Legion Space Marines . .-nopoint 

• Hie entire Legion Tactical Squad may do one of the following ' 

Exchange their bolter for a combat blade or chainsword. F 

- Take an additional combat blade or chainsword .. _ points t«h 

• One Space Marine may take a nuncio-vox ..... -♦lopoirz 

• One Space Marine may carry a Legion vexilla.-nopoinu 

• The Legion Tactical Squad s Sergeant may exchange their boiler 1115 

and/or chainsword for one of the following: 

.• - 4 m points 

-+15 points 

---- *5 points 

.• to points 

41 5 points 
— +1S points 

-— 4 5 points 

rmour. . -10 points 


- Combi-weapon 

- Plasma pistol 

- Heavy chainsword - ... - 

- Power weapon 

- Power fist. - - ..; 

- Single lightning chw . . 

The squad's Sergeant may take melta bombs. 
The squad's Sergeant may upgrade to artifice 


Fury of the Legion 

One of the Legion's greatest assets in open battle is the massed,co¬ 
ordinated hail of bolter fire its Tactical squads can unleash. Such is 
the firepower of this storm of explosive shells that enemy infantry 
formations and even squadrons of light vehicles will be blasted to 
the four winds in a single thunderous volley of bolt shells. 

While at least five models remain in the unit armed with bolters or 
bolt pistols, the squad can elect to make a Fury of the Legion attack 
in the Shooting phase so long as they did not move, arrive vta Deep 
Strike or disembark a vehicle earlier in that player turn. Models 
making a Fury of the Legion attack may fire twice with their bolters 
or bolt pistols against a single target (note that in the case of a 
combi-weapon only the bolter part may fire twice). 

Owing to the massive expenditure of ammunition involved, 
once a squad has made a Fury of the Legion attack it may not use 
Overwatch fire later that turn or fire in the Shooting phase of their 
next player turn, but may otherwise move, fight in assault, run, etc, 
normally (place a counter or note next to the unit to represent thtsl 
Fury of the Legion attacks may nor be used for Snap Shots, and 
models Joining the unit do not benefit from this rule and must fire 
normally, as does any non-bolter weapon used by the squad at the 
same time as the Fury of the Legion 3tlackismade 



























Legion Assault Squad 


Legion Assault Space Marine 4 
Legion Assault Sergeant 4 

Unit Composition 

• 9 Legion Assault 
Space Marines 

• 1 Legion Assault Sergeant 


Unit Type 

• Legion Assault Space Marine- 
Jump Infantry 

• Legion Assault Sergeant: 
Jump Infantry (Character) 


Wargear 

• Power armour 

• Bolt pistol 

• Chainsword or combat blade 

• Frag and krak grenades 

• Jump pack 

Special Rule 

• Legiones Asiatics 


it*'* 

*&* 



ns s 

4 4 

T W I A Ld 
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250 POINTS 

Sv 

J+ 

4 4 

Options 



• The Legion Assault Squad may take: 


-Upto. 

0 additional Assault Space Marines 

.... +15 points each 

• Thcentii 

re squad may take melta bombs- 

_*S points each 


The entire squad may take combat shields +3 points each 

For every five models in the squad one Legion Assault Space Marine 
may modify their weapons in one of the following ways: 

- Exchange their chainsword/combat blade for a 

Power weapon...... . ♦ to points each 

• Exchange their bolt pistol for a hand flamer *10 points each 

- Exchange their bolt pistol for a plasma pistol -.+i5pomtscach 

The squad's Sergeant may do one of the following: 

- Exchange their bolt pistol for a hand flamer. +10 points 

- Exchange their bolt pistol for a plasma pistol..+15 points 

The squad’s Sergeant may exchange their chainsword and/or combat 
blade for one of the following: 

- Heavy chainsword +5 points 

- Power weapon ♦ to points 

- Single lightning daw +15 points 

- Thunder hammer . +10 points 

- Power fist _ ,+ispoints 

Alternatively, the squad's Sergeant may exchange both their 
chainsword/combat blade and bolt pistol with. 

- Pair of lightning claws . -..- - +20 points 

The squad's Sergeant may take any of the following: 

- Melta bombs (if the squad has not already been upgraded 

to carry them) -+5 points 

- Combat shield (if the entire squad has not already 

been upgra Jed to carry them ) +3 points 

The squad's Sergeant may upgrade to artificer armour-+10 points 



Jump pack-equipped assault 
squads are rapid attack 
forces whose wargear is 
optimised towards close- 
quarter fighting and hit- 
and-run tactics. The use of 
jump packs allows Assault 
squads to move with great 
speed across the battlefield 
and impact the enemy line 
with savage force, leaping 
past intervening terrain and 
open defences to engage 
their adversaries in bloody 
melee. The needs of even 
limited flight systems 
however preclude the 
use of heavy weaponry 
or extensive munitions 
supplies-Jump pack- 
equipped Assault squads are 
not embraced to the same 
extent by all of the Legions 
for reasons of combat 
doctrine, temperament or 
simple resource difficulties, 
with the Raven Guard and 
Night Lords being among 
their greatest proponents. 
Even those Legions with 
whom they do not find 
particular favour however, 
such as the Death Guard and 
Iron Hands, can still field 
a force of them when the 
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Sbrh. 


The most hazardous and 
desperate spheres of warfare 
such as boarding actions 
amid the told void of space 
and the forlorn hope of the 
first wave of attackers into 
a breached fortress domain 
can prove lethal beyond 
endurance, even for the 
warriors of the Legiones 
Astartes. Tor this reason 
since the early days of the 
Great Crusade, specialised 
forms of wargear and tactics 
have been under continuous 
development to cope with 
these 'Zones Mortalis' and 
certain Legions such as 
the Imperial Fists, World 
Eaters and the Iron Warriors 
have even made these 
bloody modes of warfare 
their particular concern. 
Brcachcr Siege squads are 
units of Space Marines 
equipped will? specialised 
arms and armour designed 
to enable them to act as a 
vanguard in such missions, 
including heavy ablative 
shields to resist enemy fire 
and specialized breaching 
charges and lascutters 
to bypass bulkheads and 
shatter strongpoints. 


Legion Breacher Siege Squad 


22 5 P0IN1 S 


Legion Space Marine 4 

Legion Sergeant 4 

Unit Composition 

• 9 Legion Breacher Siege 
Space Marines 

• i Legion Brcachcr Siege 
Sergeant 

Unit Type 

• Legion Space Manne Infantry 

• Legion Scrgeanr Infantry 
(Character) 

Wargear 

• Power armour 

• Boarding shield 

• Bolter 

• Bolt pistol 

• Frag and krak grenades 

Special Rules 

• Legiones Astartes 

• Hardened Armour 

Dedicated Transport 

• As long as it numbers no more 
than to models, the squad 
make take a Land Raider 
Phobos or Land Raider Proteus 
as a Dedicated Transport 


• The Legion Breacher Siege Squad may take 
- Up to ro additional Space Marines. 

• The entire squad may take melta bombs . ^ ^ 

• For every five models in the squad, one Space Marine may exchar, 
their bolter for one of the following: 


points each 
* 5 Points each 


- Volkitc charger - - - 

- + S point! 

M l ll IgUJl 

+ *o points 

- Graviton gun . - - .— -.. 

*‘5 points 

- Ln^cuitcr 

— S points 

One Space Marine may take a nuncio-vox... 

One Space Marine may carry a Legion vexilla... 
The Legion Breacher Siege Squad's Sergeant may 1 
bolter for one of the following: 

Combi-weapon 

♦to points 

-- pomt, 

-15 points 
exchange their 

--+10 txrinfc 


- Plasma pistol .+15 points 

• The Legion Brcachcr Siege Squad's Sergeant may exchange their 
bolter or bolr pistol for one of the following: 

- Power weapon - no points 

- Power fist . - --*15 poults 

- Single lightning claw .*15 points 

- Thunder hammer_+10 points 

• The Legion Brcachcr Siege Squad's Sergeant may take 

- One breaching charge. . . ..... ... ho points 

-Melta bombs . . --+5 points 

(if the squad has not already been upgraded to carry them) 

• Tlie Legion Breacher Siege Squad s Sergeant may 

- Upgrade to artificer armour.- ___ _ +10 points 

(Note This means he will also he subject lo I he Hardened Armour special 
rule). 


Hardened Armour 

Breacher squnds employ specially customised and augmented 
suits of power armour (usually variants on the Iron pattern! 
modified by the Legion's Techmarines to better withstand the 
rigours of siege warfare, lethal environments and close-quarter 
boarding actions in space The servos and power systems of such 
armour are overstrained as a result of these modifications, and 
require constant extensive maintenance between battles. This 
deficiency was one of the factors that ultimately led to the Tactical 
Dreadnought Armour project. 

Hardened armour automatically counts as being Void Hardened 
(sec the Cold Void mission special rules on page 17 J of The Ho™’ 
Heresy Book One - Betrayal) in missions where this is appropnaie, 
and failed armour saves against template and blast weapons may 
be re-rolled. Units with Hardened Armour reduce the distant 
rolled for charges, sweeping advances and run moves by 1 






























Legion Tactical Support Squad 


Legion Space Marine 
Legion Sergeant 




Unit Composition 

• 4 Legion Tactical 
Space Mannes 

• t Legion Tactical Sergeant 

Unit Type 

• Legion Space Marine Infantry 

• Legion Sergeant: Infantry 
(Character) 

Wargear 

• Power armour 

• Bolt pistol 

• Frag and krak grenades 

Special Rules 

• Legioncs Asiatics 

• Support Squad 

Dedicated Transport 

• As long as it numbers no more 
than to models, the squad may 
choose a Rhino as a Dedicated 
Transport. Note that if an army 
contains a character that has 
one of the Rites of War special 
rules (sec page 15), other 
Dedicated Transport options 
may be available for the squad. 


Options 

• The Legion Tactical Support Squad may take- 

- Up to s additional Space Mannes.-.+15 points each 

• All of the models in the squad may exchange their flamers for one 
of the following weapons. If taken then all the models in the squad 
must be equipped with the same weapon. 

- Rotor cannon. + « points each 


- Volkite caliver. 

- Volkite charger__ 

.+5 points each 
+ 5 points each 

- Plasma gun.. 

_.+15 points each 

- Mcltagun.. 

-.15 points each 

The squad's Sergeant may 

alternatively take any of the following 

instead of their flamer 


- Close combat weapon 0! 

r bolter and augury scanner Free 

- Combi-weapon 


The squad s Sergeant may 

exchange their bolt pistol for 

- Plasma pistol. ...... 


The squad's Sergeant may 

• exchange their combat bladc/chatnsword 

for one of the following: 




p 

aionoints 

-Bowerfist.. 11 c i-m^ium 


- Single lightning claw ... ... . *15 points 

The squad's Sergeant may upgrade to artificer armour +10 points 
The squad's Sergeant may also take mclta bombs +5 points 


Support Squad 

Support squads are Legion formations that utilise specialised 
wargear, weapons and tactics to support the assault of the Legion's 
main strength. Although they arc Troops choices for the Space 
Marine Legion army, they may not be used to fill compulsory 
Troops choices on a Force Organisation chart (unless a particular 
Legion has special rules to the contrary ) 


TROOPS 

Tactical support squads are 
mobile fire-support units 
that replace the utilitarian 
bolter of their comrades 
with more specialised 
weapons, enabling them 
to cope with particular 
battlefield threats or 
enemies. Operating in 
close order with the 
Legion’s other troops, the 
support squad's firepower 
enables a battlefield strike 
force of Space Marines 
to act with even more 
versatility and engage a 
wider range of targets on 
its own terms The most 
common armaments used 
by Tactical support squads 
are flamers which are ideal 
for urban warfare, bunker 
and trench clearance, as 
well as eradicating xenos 
life forms from an area. 
Rapid-firing rotor cannon 
are used against large 
numbersof lightly armed 
foes, thermic energy meltas 
for tank-busting, and 
where available, plasma and 
Volkile weapons against the 
most heavily armoured and 























i 




TROOPS 

The eyes and ears of 


Reconnaissance squads arc 
formed from experienced 


peraring independently 
id often deep behind 


for which they are armed 
and equipped with a variel 
of specialised wargear 
including long-range 


and stealth gear. They 
perform the function of 
scouts and intelligence 


as pickets, saboteurs, raiders 
and snipers where needed, 
and In open battle arc 
expert in sudden flanking 
manoeuvres and infdtration 
attacks in support of their 


Legion Reconnaissance Squad 


Options 

• The Legion Reconnaissance Squad may take 

- Up to ? additional Space Marines _»,S points 

• Any Space Marine may exchange their bolter for one of th c *** 

following: 

- Sniper rifle .—+Spotaf&| 

Space Marine shotgun - . 

Chainsword or combat blade .. ... 

• One Space Marine may lake a nuncio-vox. .+iOfo atJ 

• The squad may take Cameleoline - .. ♦spoimstach 

■ The entire squad may take melia bombs . . +5 potnts each 

• The entire squad may replace their power armour with: 

- Recon armour ...._. 

(This changes iltrir Armour save la 4+ and Ihrygain the Infiltrate and 
Move Through Caver special rules). 

• The squad's Sergeant may exchange their bolter and/or bolt pistol 
for one of the following: 

- Chainsword or combat blade r-.. 

Tower weapon --—,— +to points 

- Single lightning claw ..-...♦ispoints 

- Tower fist .....-fi; points 

• The squad's Sergeant may exchange their bolter for one of the 
following: 

Hand flamer_ __4-5points 

- Combi-weapon . tiopoiaB 

- Plasma pistol +tjpolnB 

- Volkiteserpenta .......4$prints 

• The squad's Sergeant may upgrade to artificer armour-4topoir.ts 

(They si'll gam In/illratr and Move Through Cover 1/ the unit culungn its 
armour). 


Unit Composition 

• 4 Legion Reconnaissance 
Space Marines 

• 1 Legion Reconnaissance 
Sergeant 


Unit Type 

• Legion Space Marine' Infantry 

• Legion Sergeant: Infantry 
(Character) 


Wargear 

• Power armour 

• Bolter 

• Bolt pistol 

• Frag and krak grenades 

• Shroud bombs 


Special Rules 

• Lcgiones Astartes 

• Scout 

• Outflank 

• Acute Senses 

• Support Squad 


Dedicated Transport 
* The squad may use either a 
Rhino or Storm Eagle Gunship 
as a Dedicated Transport. 


Legion Space Marine 
Legion Sergeant 


Support Squad 

Support squads am Legion formations that unhse specialised 
wargear, weapons and tactics to support the assault of the Legion's 
main strength Although they are Troops choices for the Space 
Marine Legion army, they may not be used to fill compulsory , 
Troops choices on the Force Organisation chart (unless a 
particular Legion has special rules 10 the contrary). 




































35 POINTS PER MODEL 


Legion Rhino Armoured Carrier 


Armour 

BS Front Side Rear HP 
Legion Rhino 4 n ti 10 j 


Unit Composition 

• i Rhino 

Unit Type 

. Vehicle (Tank, Transport) 

Watgear 

• Searchlight 

• Smoke launcher 

• Twin-linked bolter 

Transport Capacity 

• io models (Rhinos may not 
cany models with the Bulky, 
Very Bulky or Extremely 
Bulky special rules). 

Fire Points 

• Two models may fire from the 
Rhino’s top hatch. 

Access Points 

• The Rhino has one access 
point on each side of the hull 


Options 

• A Rhino may take any of the following: 

- Hunter-killer missile . +io points 

- Dozer blade.....- ..45 points 

- Auxiliary drive .........+ 10 points 

- Extra armour __ . . . 410 points 

• A Rhino may take one of the following pintle-mounted weapons: 

Twin-linked bolter . .. .+5 points 

-Combi-weapon-.. 110 points 

- Heavy bolter. +15 points 

-Heavy (lamer us points 

- Havoc launcher +15 points 


These vehicles are extraordinarily robust and can often be 
repaired in the midst of battle by their crews If a Rhino is 
immobilised for any reason, then in subsequent turns the crew 
can attempt a repair instead of firing any of the Rhino's weapons. 
In the Shooting phase instead of linng a weapon, the Rhino can 
attempt to repair an Immobilised result on a D6 roll of 6. 



DEDICATED 

TRANSPORTS 


The Rhino is the most 
widely used armoured 
personnel carrier in the 
Imperium. Based on 
ancient STC technology 
the fundamental design 
is robust, reliable and 
easy to maintain, and its 
adaptive power plant can 
tun off a wide variety of 
fuels (with varying degrees 
of efficiency), making 
it perfect for the wide- 
ranging armies of the Great 
Crusade. Produced in the 
thousands and with several 
distinct patterns In common 
use—the Deimos being 
most widespread in the 
Space Marine Legions, it 
has also served as the basis 
for a number of other war 
machines. 


Special Rule 
• Repair 


























Legion Drop Pod 


35 points per mooe1 



DEDICATED 

TRANSPORTS 


Drop pods arc self- 
contained, recoverable 
orbital descent capsules, 
each designed to carry-a 
squad of Space Marines 
(with modified versions 
fitted to cany Dreadnoughts 
and other gear). They arc 
used for surprise attacks 
and combat drops into the 
midst of active war zones, 
with Space Marine warships 
showering them down like 
ordnance from the edge of 
space towards their target. 
Drop pods are armoured 
and reinforced to withstand 
the rigours of re-entry (and 
ground fire to some extent), 
but their only true defence 
is speed and unaugmonted 
humans have little chance of 
surviving flight and landing 
within one. 


Armour 

US Front Side Rear HP 
Legion Drop l’od 4 ** li ^ 


Unit Composition 

• i Drop Pod 

Unit Type 

• Vehicle (Open-topped, 

Transport) 

Wargcar 

• Twin-linked bolter 

Transport Capacity 

• Hie Legion Drop Pod may 
transport 10 models or 

t legion Dreadnought or 
l Rapier carrier and Crew. 

Special Rules 

• Drop Pod Assault 

• Immobile 

• Inertial Guidance System 


Drop Pod Assault 

Legion Drop Pods always enter play using the Deep Strike rules I 
and units who have purchased Drop Pods as transports must 
always be deployed in them At the beginning of the controlling l 
player’s first player turn, they must choose half of their Drop j 

Pod units (rounding up) to make a Drop Pod Assault. These 
units arrive on their player's first player turn. The arrival of the 
remaining Drop Pods in the player s force is rolled for as usual f or 
the mission A unit that Deep Strikes via Drop Pod may not assault 
in the turn it arrives. Note As soon as a Drop Pod is deployed its 
doors arc automatically opened to their full extent. 

Immobile 

Once it has been deployed a Drop Pod cannot move, and counts as 
a vehicle that has suffered an irreparable Immobilised result. 

Inertial Guidance System 

Shoulda Drop Pod scalier on top of impassable terrain or another i 
model, then reduce the scatter distance by the minimum required j 
to avoid the obstacle. 
































Legion Dreadnought Drop Pod 


Armour 

BS Front Side Rear 

Legion Dreadnought 

Drop Pod 4 ti >1 12 


HP 



DEDICATED 



TRANSPORTS 


Dreadnought drop pods 
are still highly valued by 
many Legions, especially 
considering the attrition 
rate they commonly suffer 
in battle, while others 
inherently dislike the 
design, lacking as it does 
armament or the adaptability 


role designs such as the 
Deathclaw pattern recently 
made available. 


Developed alongside the 
more common Legion 
drop pod in general Service, 
specifically designed 
Dreadnought drop pods, 
such as the Lucius pattern 
heavy drop pod, are 
somewhat larger than the 
standard drop pods of the 
Leglones Astartes and have 
a more powerful engine, 
allowing for a dangerously 
meteoric descent to the 
battlefield. This serves to 
protect their cargo during 
approach and allow it to 
strike with unprecedented 
speed. The stresses involved, 
however, are such that 
only the heavily armoured 
and protected shell of a 
Dreadnought could hope 
to survive the descent and 
impact with the ground 
without being wrecked or 
pulverised 


Unit Composition 

• i Drop Pod 

Unit Type 

. Vehicle (Open-topped, 
Transport (Special)) 

Wargcar 

• None 

Transport Capacity 

• The Legion Dreadnought Drop 
Pod may transport a single 
Dreadnought or Dreadnought 
variant (including Contemptor 
Dreadnoughts) 

Special Rules 

• Drop Pod Assault 

• Immobile 

• Inertial Cuidance System 

• Burning Retros 

• Assault Vehicle 


Drop Pod Assault 

Legion Drop Pods always enter play using the Deep Strike rules, 
and units who have purchased Drop Pods as transports must 
always be deployed in them. At the beginning of the controlling 
player’s first player tum, they must choose half of their Drop 
Pod units (rounding up) to make a Drop Pod Assault with These 
units arrive on their player's first player turn The arrival of the 
remaining Drop Pods in the player's force is rolled for as usual 
for the mission. A unit who Deep Strikes via Drop Pod may 
not assault in the turn it arrives Note: As soon as a Drop Pod is 
deployed, its doors are automatically opened to their full extent 

Immobile 

Once it has been deployed, a Drop Pod cannot move, and counts 
as a vehicle that has suffered an irreparable Immobilised result 
(although no Hull Point loss is suffered). 

Inertial Cuidance System 

Should a Drop Pod scatter on top of Impassable terrain or another 
model, then reduce the scatter distance by the minimum required 
to avoid the obstacle Note that the Lucius pattern Dreadnought 
Drop Pod is considerably larger than the more common Drop Pod 
and so will need a larger space In which to land successfully. 

Burning Retros 

Owing to the meteoric descent speed and impact of the Legion 
Dreadnought Drop Pod, and the fiery blast of the Drop Pod’s 
retros on arrival, the Legion Dreadnought Drop Pod has the 
Shroud special rule on the game turn it arrives (note this also 
applies to any interceptor fire or similar effects it might be subject 
to). Once the Drop Pod lands, its doors arc opened automatically, 
but the Dreadnought inside docs not have to deploy out unless 
the controlling player wishes. Should the Dreadnought carried 
by the Drop Pod remain on any part of its structure (including 
its doors) on the game turn the Drop Pod arrives, it benefits from 
the Shrouded special rule also, as does any unit targeted by any 
shooting attack whose line of sight passes through or over the 
Drop Pod on the game tum of its arrival 

Assault Vehicle 

The Legion Dreadnought Drop Pod has the Assault Vehicle 
special rule thanks to its larger size and special design, allowing 
the transported Dreadnought to assault on the same tum 
it disembarks from the Drop Pod's structure. However, the 
Dreadnought may still not assault on the same tum the Drop Pod 
arrives from Deep Strike 


















Legion Seeker Squad 


*75 points 


Seeker squads are 
comprised of a specialised 
force of Space Marines 
whose principal task 
on the battlefield is to 
identify an enemy's 
command structure — its 
warlords, officers, priests, 
demagogues — whatever 
they may be, and slay them 
with a well-placed bolt 
round while the battle 
rages round them. The 
Alpha Legion are said 
to have first crystallized 
this tactic and squad 
configunrion, which has 
since, with the Emperor's 
approval, spread to the 
other Legions, although its 
use sits poorly within the 
combat doctrine of some. 
Seeker squad members arc 
chosen primarily on pure 
merit as the best shots in 
their Legion, as a Seeker 
strike force will often be 
forced to rely on the briefest 
window of opportunity to 
take down their targets at 
close range, rather than have 
the luxury of distance and 
able sighting as a sniper in a 
reconnaissance squad might 
have. To aid them in the kill, 
Seeker squads ate usually 
equipped with special issue 
ammuninon to better deal 
with their chosen victims. 


Legion Seeker Space Marine 
Legion Strike Leader 

Unit Composition 

• 4 Seeker Space Marines 

• i Strike Leader 

Unit Type 

• Legion Seeker Space Marine 

Infantry 

• Legion Strike Leader Infantry 
(Character) 


• Bolt pistol 

• Frag and krak grenades 

Special Rules 

• Legiones Astartes 

• Special Issue Ammunition 

• Marked For Death 

Dedicated Transport 

• A Seeker squad may choose 
a Rhino or a Land Raider 
Proteus as a Dedicated 
Transport Note that if an army 
contains a character that has 
one of the Rites of War special 
rules (see page 15), other 
Dedicated Transport options 
may be available for the squad. 


*>> points nc), 
4,0 Points 


Options 

• The Legion Seeker Squad may take 

- Up to 5 additional Seeker Space Marines ... 

• One Seeker Space Marine may take a nuncio-vox ... 

• Any Seeker Space Marine may exchange their bolter for 

- Combi-weapon — -.Mopointsead) 

• The Legion Seeker Squad's Strike Leader may take one of the 
following: 

-Power weapon - mo pens 

- Power fist *15 prints 

• The Legion Seeker Squad's Strike Leader may take- 

- Mclta-bombs —.-+5 points 

• The Legion Seeker Squad's Strike Leader may upgrade to 

- Artificer armour +10point] 

• The Legion Seeker Squad’s Strike Leader may exchange their bolter 

and special issue ammunition fora plasma pistol-♦ to points 


Special Issue Ammunition 

Seeker Space Marines are equipped with Kraken, Scorpius and 
Tempest bolt sheik for their bolters (and combi-weapons where 
applicable), and may choose which to use each turn they fire. 

Marked For Death 

After the two sides have set up and any infiltrators have been 
placed, each Space Marine Seeker unit in a player's force may 
specify a single enemy unit or Independent character as being 
Marked for Death’ Make a note of which unit this is. The Leg-on 
Seeker unit now counts as having the Preferred Enemy special 
rule against this chosen target. 




























Legion Outrider Squad 


Legion Space Marine Outrider 
Legion Ouiridcr Sergeant 




Unit Composition 

• 3 Legion Space Marine 
Outriders 

Unit type 

• Legion Space Marine 
Outrider Bikes 

• Legion Outrider Sergeant: 
Bike (Character') 

Wargear 

• Power armour 

• Bolt pistol 

• Chatnsword or combat blade 

• Frag and krak grenades 

• Space Marine Bike with twin- 
linked bolter 

Special Rules 

• Legiones Astartcs 


Options 

• The Legion Space Marine Outriders Squad may take 

- Up to 7 additional Space Marine Outriders-. -+30 points each 

• The entire squad may take melta-bombs _ -...+5 points each 

• For every three models in the squad, one may modify their weapons 
in one of the following ways: 

- Exchange their chainsword or combat blade for 

Power weapon .110 points each 

- Exchange their bolt pistol for a 

Hand flamer no points each 

Plasma pistol +15 points each 

• The Legion Space Marine Outriders squad may exchange their 
Bike's twin-linked bolter for one of the following: 

- Twin-linked flamer - -....+15 points each 

- Twin-linked mclta-gun... .+25 points each 

- Twin-linked plasma gun. ._ . ..... +25 points each 

• One Space Marine Outrider may be upgraded to an 

Outrider Sergeant.... +15 points each 

• The squad's Outrider Sergeant may exchange their bolt pistol for 
one of the following; 


- Iland Hamer 

- Plasma nlstol 

+ i<Doints 

The squad's Outrider Sergeant may exchange their chainsword or 

combat blade for one of the following: 

+io 

Power fiZ" 

*15 points 

- Single lightning claw. 

- -15 points 

The squad's Outrider Sergeant may take: 

+ 

(if the squad has not already been upgraded to carry them!. 


FAST ATTACK 

Outriders are mechanised 
Space Marine reconnaissance 
squads who take to the 
field mounted on ruggedly 
constructed, all-terrain 
armoured ground bikes and 
scramblers. Used for scouting 
missions as well as rapid 
encirclement and hit-and- 
run attacks behind enemy 
lines, the chief advantage 
of the Outriders is speed, 
their bikes enabling them 
to cover ground far quicker 
than infantry and go where 
heavier vehicles cannot 


























; 

[r> 


Attack Bikes are latter, 
often two-man bikes 
whose expanded chassis 
can accommodate a single 
heavy weapon, making for a 
formidably armed and swift 
if somewhat fragile gun 
platform. Attack Bikes often 
accompany Outrider units to 
provide fire support and are 
also deployed in squadrons as 
a high-speed strike force to 
ravage larger, slower enemy 
units and destroy isolated 
armoured vehicles with 
concentrated weapons fire. 


IE 


Lecion Attack Bike Squadron 40 points per model 


Legion Attack Bike 


WS BS S T W 

4 4 4 5 2 



Unit Composition 

• t-s Legion Space Marine 
Attack Bikes 

Unit Type 

• Bikes 


Options 

• The entire squadron may take melta-bombs *5 points each 

• Any Attack Bike in the squadron may exchange their heavy bolter 
for one of the following 

-Heavy flamer 

- Auto-cannon - - *5 points each 

- Multi-melta .. .* to points each 


• Power armour 

• Bolt pistol 

• Chainsword or combat blade 

• Frag and krak grenades 

• Space Marine Bike with twin- 
linked bolter 

• Heavy bolter 


Special Rule 
• Leglones Astartes 
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Legion Jetbike Sky Hunter Squadron 


135 POINTS 


Legion Space Marine Sky Hunter 
Legion Sky Hunter Sergeant 

Unit Composition 

• 3 Legion Space Manne Sky 
Hunters 

Unit Type 

. Legion Space Marine Sky 
Hunter Jetbike 

• Legion Sky Hunter Sergeant 
Jetbike (Character) 

Wargear 

• rower armour 

• Bolt pistol 

• Chainsword or combat blade 

• Frag and krak grenades 

• Space Manne Scimitar Jetbike 
with a heavy bolter 

Special Rules 

• Legioncs Astartes 

• Deep Strike 


Options 

• The squad may take- 

- Up to 7 additional Space Marine Sky Hunters.+35 points each 

• The entire squad may take melta bombs...+5 points each 

• For every three models in the squadron, one may replace their 
Jetbikc's heavy bolter with one of the following: 

- Multi-melta ._ . .-no points 

- Volkite Culverin....+ 10 points 

- Plasma cannon +15 points 

• One Space Marine Sky Hunter may be upgraded to: 

- Sky Hunter Sergeant +ispoints 

• The squad's Sky Hunter Sergeant may exchange their bolt pistol for 
one of the following: 

-Hand flamer ....... _ +10 points 

- Plasma pistol U5 point* 

• The squad s Sky Hunter Sergeant may exchange their chainsword or 
combat blade for 

- Power weapon_ ..... +io points 

- Power fist _ +15 points 

- Single lightning daw. +15 points 

• The squad's Sky Hunter Sergeant may take 

- Melta-bombs +5 points 

(if the squad has not already been upgraded to carry them) 




Sky Hunters are feared 
strike units which use 
sophisticated and powerful 
Jetbikes as mounts. These 
grav-lmpellot assisted, 
jet engine propelled craft 
are more akin to compact 
aircraft than ground bikes 
and are able to maintain 
great speeds for extended 
periods of low altitude 
flight. Their lift-strength 
is sufficient not only to 
catty a heavily armoured 
Space Marine and his 
wargear aloft, but also carry 
a variety of heavy weapons 
mounts and stocks of 
ammunition, giving the Sky 
Hunters extremely potent 
firepower. The Jetbike 
patterns in service with the 
Space Marine Legions are 
modifications of designs 
which considerably predate 
the Impcrium and gtven the 
materials required to make 
and maintain them (such as 
the iridium-calicite alloys 
needed to fabricate the 
hyper-efficient suspensor/ 
repulsor plates required for 
flighr), demand for them 
by the Legions has always 
outstripped supply. 



n 

























Primaris-Lightning 


FAST ATTACK 


A relatively recent addition 
to the armouries of the 
Great Crusade, the Primaris- 
Lightning Strike Fighter 
is a high-speed sub-orbital 
fighter craft, designed for 
high-speed interception, 
interdiction and surgical- 
strike roles. Created by 
the Archmagos-Arbiter 
Sykosk Thule, master of the 
sovereign Forge World of 
Voss, the Primaris-Lightning 
represented a new paradigm 
in aeto-warctafr, being 
built'around a powerful 
forced-plasma ramjet drive 
and optimised for the most 
sophisticated munitions and 
avionics systems available. 


While exceeding all similar 
patterns in service of its 
sire for speed and payload 
capacity, it was extremely 
costly to produce, proved 
difficult to maintain and 
difficult to handle by all but 
the most expenenccd pilots 
— flaws Sykosk attributed 
purely to the failure of 
weak flesh These factors, 
however, saw the pattern’s 
issue limited to the elite 
dose-support units of the 
most well-resourced Legions 
and the Mcchanlcum itself, 
and while a 'degraded' - if 
more easy 10 operate and 
maintain - version of the 
Lightning was rumoured 
to be under consideration 
just prior to the outbreak 
of the Horus Heresy, this 
reduced pattern paid no part 
in the conflict. 


Options 

• The Primaris-Lightning is equipped with three dual hardpomt 
mounts, each of which can be equipped with one of the following 
payload options at the cost listed. 

-Twin-linked autocannon uopom l5 

- Twin-linked multiuser ....... 120 points 

- Twin-linked missile launcher 

(equipped with frag and krak). *25 points 

- Two Sunfury heavy missiles -»is points 

- Two Kraken pcnctrator heavy missiles *2S points 

- Phosphex bomb cluster - rij points 

- Two electromagnetic storm charges .» 2U 

• The Primaris-Lightning may be equipped with any of the following 

- Battle Servitor Control - *15 points 

- Ground-tracking Auguries. „ — +10 points 

- Ramjet Dif&acrionGrid .... viopoints 


Unit Composition 
• t Pnmaris-Lightning 


Unit Type 
• Vehicle (Flyer) 


Wargcar 

• Chaff launcher 

• Twin-linked lascannon 

• Armoured cockpit 


Special Rules 

• Agile 

• Deep Strike 

• Supersonic 

• Missile Barrage 


Special Ordnance Rad Missiles 

If the Pnmaris-Lightning is equipped with one or more twin- 
linked missile launchers, these may be upgraded to further catty 
rad missiles for +15 points per twin-linked launcher 
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Ramjet Diffraction Grid 

Primaris-Lightning Weapons 


Using similar technology to the flare shield, this system channels 

The Primaris-Lightning was specifically intended to operate some 

plasma heal and radiated waste of the PrimarisLightninE's 

of the most advanced 

and savage munitions in the arsenal of the 

powerful engines into a scattering superheated plasma field in the 

later Great Crusade e 

ra - sometimes unstable weapons of baleful 

aircraft's wake, leaving a fiery, comet-like trail. This reduces the 

design and bom of the darkest arts 

1 of the Mcchanicum’s priests of 

Strength value of incoming shooting attacks from its side and rear 
arcs by -i, but means the model cannot benefit from cover saves 

the machine 



thanks to Night Fighting. 

Weapon 

Sunfury 

Range Sir 

AP type 

3 Heavy 1, Missile, 

Ground-tracking Auguries 

heavy missile 

36* 6 

A Flyer equipped with this system gains the Strafing Run special 



Large Blast (s’), 

rule. 



Blind, Gets Hot, 

One Use 

Deadly Cargo: if the Flyer carrying unused weapons with this rule 
takes hull damage but is not destroyed, roll a DC. On the result of a 

6, the flyer suffers an Explodes 1 result on the Vehicle Damage chart 

Krakcn penciraior 
heavy missile 

3C 8 

t Heavy 1, Missile, 

Armourbane, 

One Use 

Battle Servitor Control. A Primaris-Lightning may replace 
their human crew with hard-wired servitor control and dedicated 
cogitator targeting arrays, designed to identify and target weak 
spots on enemy vehicles. This upgrade gives the Pnmaris- 
Lightning the Tank Hunters special rule 

Phosphcx 
bomb cluster 

Bomb $ 

1 Heavy 2, Barrage, 

Bomb Cluster, 

Blast (3'), Poisoned 
(3+), Crawling Fire®, 
Lingering Death*, 
Deadly Cargo, 

One Use 




Electromagnetic 




storm charge 


4 Heavy 1, Bomb, 

Large Blasl 
(S’), Haywire, 
Concusstve, 




One Use 


*Stt page 84. 
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FAST ATTACK 


Possessed of formidable 
firepower, automated 
weapons platforms and 
sentry gun batteries arc used 
by many of the Imperium's 
diverse armed forces to 
take on the mundane 
duties of point defence and 
security, both planet-side 
and aboard ship. The most 
common of these designs 
is the Tarantula, whose ease 
of construction, multiple 
weapons configurations and 
general reliability have made 
it a staple of the arsenals 
of the Great Crusade and 


Tarantula Sentry Gun Battery 

WS BS s T w I 

Sentry Gun " d 


30 POINTS P£R GUn 

A Id Sv 


Unit Composition 

• t-3 Sentry Guns, forming a 
battery 

Unit Type 

• Artillery (Immobile) 
Wargcar 

• Twin -linked heavy bolters 

Special Rules 

• Automated Artillery 

• Firing Movies 


Options 

• Any Sentry Gun in the battery may exchange its twin-linked heavy 
bolters for 

- Twin-linked heavy flamers. f 

- Two twin-linked rotor cannon .... __ j. 

- Twin-linked lascannon„ --- +10 points per model 

- Muln-melta and searchlight *5 points per model 

• The entire Sentry Gun Battery may exchange their twin-linked 
heavy boilers fora: 

- Hyperios air-defence missile launcher*.tao points per model 

• Any Sentry Gun equipped with a Hyperios missile launcher may 
exchange it fora 

- Hyperios command platform"' -+to points per model 

• The entire battery may be upgraded to have one of the following: 

-Concealment ♦ to points per model 

- Forward Deployment --—+5 points per model 


*A unit of Sentry Guns with Hypenos missile launchers or Hypcnos command 
platform! does nol have the Firing Modes special rule 


a well-regarded, if perhaps 
inglorious, tool of war. 

The Space Marine Legions, 
in particular, tnakcuseof 
Tarantulas in a forward 
deployment role and see 
them os entirely disposable 
assets, often utilising them 
in the thick of battle to 
defend a forward position, 
draw out enemy forces for 
attack or even to guard a 
withdrawal or pin an enemy 
force during a feint. To 
this end, Tarantulas may 
be dropped into forward 
positions on the battle¬ 
lines immediately prior to 
suspected engagement via 
hovering servo-carriers or 
placed by reconnaissance 
forces under concealment 
to provide an unpleasant 
surprise for an attacker. 


Deployment 

• Forward Deployment The Sentry Gun Battery has the Scout special rule (note that it snll may not be 
deployed from reserve). 

• Concealment The Sentry Gun Battery has the Shrouded special rule until the first time it fires us 
weapons, afterwards the effects of this rule no longer apply 


Firing Modes 

A Sentry Gun can fire in one of two ways and the controlling player must decide which mode it will be 
set up in betore the start of the game They cannot change its mode once it has been decided, it remains 
in that mode for the rest of the game 

Point Defence Mode 1 he Sentry Gun is set up with a fixed firing arc In this mode the gun will 
engage enemy targets up to j6" away which arc tn a fixed 90° arc to its front. 

Sentry Mode: rhe Sentry Cun is programmed for close defence and may target enemy models 
within 16 to which it can draw line of sight and can fire all around itself. 


Targeting: Which enemy unit within range is the Sentry Guris preferred target is determined by its 
armament. If no preferred target exists in its line of sight, it will simply attack the nearest enemy target 

A heavy bolter, heavy flamer or rotor cannon-equipped Sentry Gun will fire at the nearest enemy 
non Vehicle target according to its firing mode 

• A lascannon or multi-melta equipped Sentry Cun will fire at the nearest enemy Vehicle or Monstrous 
Creature according .0 us firing mode (note that immobilised vehicles still count as viable targets, 
only wrecked vehicles will be ignored). 

Note that III,! means while a preferred target type is ,v,|J„n range, .1 , s possible for a unit of differently armed 
Sentry Guns to fire al lien separate targets. 

Hyperios Air-defence Missile launcher 


Weapon Range Str AP 

Hyperios 4 g- 8 } 

Hyperios Command Platform 


Type 

Heavy t, Skyfire, Interceptor, 
Heat Seeker 


1'Z.ut HyPtri0S C r mand Plj,form 15 0n ,hc Hyp— air-defence missile launcher 

any Lcadcrs!unt«ts It'"' ' Umt rcceivc rhe Split Fire special rule (the unit automatically passes 
is requir to take to use the Split Fire special rule without rolling any dice) 



























An villus Pattern Dreadclaw Drop Pod 


Unit Composition 
. i Dreadclaw 

Unit Type 

. Vehicle (Hover, Flyer) 

VTargcar 

• Frag assault launchers 

Special Rules 

• Assault Vehicle 

• Deep Strike 

• Drop Pod Assault 

• Heat Blast 

Transport Capacity 

• The Dreadclaw has a transport 
capacity of 10 or can be 

used to transport a single 
Dreadnought. 

Access Points 

• One access hatch beneath the 
hull. In practice, passengers 
can disembark at ground level 
within 1" of the hull 


Drop Pod Assault 

A Dreadclaw, and any unit it transports, must always be held in 
reserve and always enters play using the Deep Strike rules, and 
counts as a Drop Pod for the wider use of the Drop Pod Assault 
rule for the army At the beginning of the controlling player's 
first player turn, they must choose half of their Drop Pod units 
(rounding up) to make a Drop Pod Assault. These units arrive 
on their controlling player's first player turn. The arrival of the 
remaining Drop Pods in the player's force is tolled for as usual 
for the mission A unit that Deep Strikes via Drop Pod may not 
assault m the turn it arrives. In the case of the Dreadclaw. unlike 
other Drop Pods it is not immobile, however, after it has landed, it 
is treated as a Flyer with Hover mode (which starts off as hovering 
after it has arrived via Deep Strike! 

Heat Blast 

Certain boarding Assault Claws and Drop Pods are fitted with 
cyclic thermal jets and melta cutters designed to bum their 
way into the armoured hulls of ships. The Lcgioncs Astartes 
quickly learned they could also use these systems as a limited 
form of offensive weaponry, dispersing their blasts to incinerate 
anything nearby on landing, or in the more extreme cases, even 
scorch a swathe across the battlefield using dangerous low-level 
flying attacks 

When a model with this rule arrives via Deep Strike, or later when 
operating as a skimmer in Hover mode, it may If its controlling 
player wishes inflict a Heat Blast attack. If it docs so, then models 
it is transporting may not disembark or embark on the turn this 
attack is used. 

Heat Blast (Deep Strike): Immediately after the model 
deploys using the Deep Strike rule, measure a radius of 3 %Dj' 
horizontally outwards from its main hull (do not count any 
landing struts, etc). All models caught in the blast suffer a Sir 6 
AP 5 hit with no cover saves. Vehicles are struck on their weakest 
Armour value This is counted as a flamer-based attack. 

Heat Blast (Fire Sweep) If the controlling player wishes, any 
unit the model passes directly over (i.e , falls directly under its 
hull during its Movement phase) suffers D6 Sri 5 AP 5 hits with 
no cover saves. Vehicles arc struck on their weakest Armour value. 
This is counted as a flamer-based attack. Hits from this attack are 
distributed across a unit as the player suffering the attack wishes 
Roll a D6 each time this attack is inflicted On a result of a t, the 
Drop Pod itself suffers a penetrating hit 


FAST ATTACK 

The Anvillus Pattern 
Dreadclaw Drop Pod was 
initially designed to insert 
Legion Space Marine 
boarding forces onto enemy 
void-craft In the midst of 
battle As such they have 
a minimal profile and a 
heavily armoured hull 
designed to survive fire 
from smaller ship-based 
close defence weaponry, 
while a series of melta 
cutters allow it to slice 
through a ship’s outer hull 
and deliver us cargo into 
the heart of a vessel. 

Unlike some earlier 
boarding craft, which were 
incapable of returning their 
cargo to friendly ships, 
the Dreadclaw is also fully 
capable of operating as an 
I independent dropship. 
Indeed, many Legions 
favour using the Dreadclaw 
in this role instead of the 
more common Storm 
Eagle, dropping from 
the sky like a flaming 
comet and employing the 
craft’s thermal jets and 
melta cutters to scorch 
the landing zone clean 
before disembarking the 
assault troops contained 
within. Though lacking in 
any subtlety or elegance, 
this lactic is undeniably 
effective, and many crews 
have developed a dark 
notoriety for their skill 
at reckless low altitude 
strafing runs, leaving great 
swathes of the enemy's lines 


aflame with each pass. 


An villus P.ill.ni Dreadelaw Drop P.«Js may be pureliased individually 01 a 
stand-alone l ast Alloek elioiee/oru Spare Mamie Legion Cniiade army and ai 

Dediealed Trantporii/or any Terminator amtaur-ojulpped unilo//ive model. 

or less, ...eludingTerminator armour-equipped Command quads. In the rase 
of (lie Orbital Assault Rile of War (see page 15), ll.ey may tv used as Drdiralrd 
Transports Jor Conlrmplor Dreadnoughts as well as Hie previous provisions 


J 
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FAST ATTACK 

Mainstays of most Space 
Marine Legion armouries, 
Land Speeders arc high¬ 
speed reconnaissance and 
rapid attack skimmers 
that utilise anti-gravity 
technology to achieve 
extraordinary battlefield 
mobility and speed. As 
lightly armoured two-man 
craft, they require the kind 
of skill and reflexes to 
operate at peak performance 
that only a Space Marine 
can bring to bear, and rely 
more On their extreme 
manoeuvrability and speed 
for survival than durability. 
Land Speeder squadrons 
provide a Space Marine 
force with a flexible core of 
rapidly deployable firepower 
and make for highly able 
tank-hunters and close air 
support units. As a result, 
mixed formations of Land 
Speeders are often called 
upon to operate as a rapid 
reaction force, held in 
reserve to quickly Intercept 
enemy counter-attacks. 
Striking fast and hard they 
are particularly apt to fight 
delaying actions whilst the 
rest of a Space Marine force 
moves into attack positions 
or redeploys, and are.able 
to use their speed to retreat 
successfully if needed from 
the very teeth ofa foe 


Legion Land Speeder Squadron 

Armour 

US Front Side Rear HP 
Legion Land Speeder 4 10 10 10 2 


50 POINTS PER MODEL 


Unit Composition 

• t > Space Marine Land 
Speeders 

Unit Type 

• Vehicle (Skimmer, Fast) 

Wargcar 

• Heavy bolter 

Special Rule 

• Deep Strike 


Options 

• Any Land Speeder may replace its heavy bolter with: 

- Heavy flamer , r . 

- Muld-melta- fI0 pointse K h 

Volkite Culverin ‘to points each 

• Any Land Speeder may be upgraded with one of the following 
additional armaments. 

Havoc launcher +ispomiseach 

- Heavy bolter **5pointseach 

- rlasnu cannon . > 30 points each 

- Graviton gun m> points each 

• Any Land Speeder may take 

- Up to two Hunter-killer missiles eiopointseach 






















Legion Storm Eagle Assault Gunship 


Unil Composition 

• One Storm Eagle Gunship 

Unit Type 

• Vehicle (Flyer, Hover, 
Transport') 

Access Points 

. The Storm Eagle has four 
access points: one on both 
sides and ramps at the front 

Special Rules 

• Deep Strike 

• Assault Vehicle 

• One hull-mounted 
twin-linked heavy bolter 

• One hull-mounted 
Vengeance launcher 

• Four wing mounted 
Tempest rockets 

• Machine Spirit 

Transport Capacity 

• The Storm Eagle has a 
nansport capacity of 


Options 

• A Storm Eagle may exchange 

- twin-linked multi-melta 

- Single missile launcher ____ 

• A Storm Eagle may take one of the following upgrades: 

- Exchange its four Tempest rockets 


l-linked heavy bolter for 

■*is points 


- Exchange its four Tempest rockets 

" 

for two twin-linked lascannon .... 

...+40 points 

A Storm Eagle may take any of the following upgrades. 

- Armoured ceramite _ . .. _ 

.420 points 



- Extra armour 

, 


Vengeance Launcher 


The Vengeance launcher is a multi-chambered rocket battery 

which saturates a target area with fragmenti 

ing anti-personnel 

warheads. Designed for close range ground 

attack, this weapon 

allows the Storm Eagle to both clear a landi 

ng zone in a hostile 

area and continue to provide direct fire support once it has 

delivered its deadly cargo of Space Marines 


Range Str AP 

Special 

Vengeance launcher 48* 5 4 

Heavy z, 


Large Blast (s') 

Tempest Rockets 


An annquated design now being phased ou 

t in favour of more 

powerful munitions, Tempest rockets are n 

cvcnheless simple and 

reliable ballistic weapons able to deal with moderately armoured 

targets and shoot down enemy aircraft 


Range Str AP 

Special 

Tempest rocket 6o" 6 4 

Heavy t, Sunder, 


One Shot 


The Storm Eagle Assault 
Cunship is one of the most 
numerous designs found 
in a Space Marine Legion 
air-fleet. A dedicated tactical 
strike unit, its primary 
roles ate orbital assault 
deployment of Legion 
infantry forces and low-level 
ground attack. The Storm 
Eagle is a nigged and durable 
machine, very heavily armed 
for its size, and considerably 
protected by armour plating, 
although it lacks the speed 
and manoeuvrability of true 
fighters and bombers. In 
operational use it proved 
itself an extremely flexible 
vehicle serving capably as a 
long range transport, orbital 
shurtle, scout and interceptor 
when called upon to do 
so In addition to its main 
battlefield roles. 

First constructed on Terra 
over the course of the 
Great Crusade, principal 
manufacturing of the Storm 
Eagle shifted to the Forge 
Worlds of Anvil us, Galatea 
and Tigrus whose vast output 
was sufficient to provide all 
of the Space Marine Legions 
and the Custodian Guard 
with extensive squadrons 
of these well-regarded and 
adaptable craft. 



















FAST ATTACK 


Legion Javelin Attack Speeder Squadron 75 points per Model 


Javelin Attack Speeder 


Wargcar 

• Heavy bolter 

• Twin-linked cyclone 
missile launcher 

Special Rules 

• Deep Strike 

• Outflank 


Options 

• The Legion Javelin Attack Speeder Squadron may Include- 

- Up to two additional Javelin Attack Speeders .. _ 175 po^ 

• Any Javelin Attack Speeder may replace its twin-linked cyclone 
missile launcher for a. 

- TWin-linkcd lascannon - + «opoto 

• Any Javelin Attack Speeder may replace its heavy bolter with a; W! 

-Heavy flamer 

- Multi raelta +10 point*£t 

• Any Javelin Attack Speeder may be equipped with any of the 

following upgrades: 

-Searchlight ~+rpoimeadi 

- Up to two hunter-killer missiles ... *5 points each 




Javclin attack speeders 
share many of the advanced 
systems found in the 
Jctbikes of the Legiones 
Astartes Sky Hunter strike 
squadrons, and as such 
arc both rare and highly 
valued. Utilising a range 
ofanti-gravimpellor 
technologies so esoteric 
that some amongst the 
Mcchanicum regard them 
with overt distrust, Javelin 
attack speeders are time- 
consuming to construct and 
difficult to repair should 
they sustain battle damage 
Nevertheless, they are fast, 
highly manocuvmblc.have 
an extended operational 
range and, perhaps most 
importantly, are able to 
carry a heavy payload of 
weapon systems. All of these 
characteristics ensure that 
these rare attack vehicles 
remain in high demand 
amongst the Legiones 
Astartes, as well other elite 
formations such as the 
Lcgio Custodes and the 
Sisters of Silence. 




























Deathstorm Drop Pod 


90 POINTS 


Deathstorm Drop Pod 


Unit Composition 
. 1 Deathstorm Drop Pod 


Wargear 

• Five Deathstorm 
frag launchers 

Special Rules 

• Deep Strike 
« Immobde 

• Inertial Guidance System 

• Area Denial 

• Independent Machine-spirits 


Armour 

BS Front Side Rear HP 


Options 

• A Deathstorm Drop Pod may replace all five Deathstorm Frag 
launchers with. 

- Five Deathstorm krak launchers ...... 4)0 points 

• A Deathstorm Drop Pod may take: 

Drop Pod Assault special rule.. .415 points 


SrtciAi Rules 

Area Denial 

Any successful Morale checks or Pinning tests caused by a 
Deathstorm Drop Pod on the turn it deploys must be re-rolled 

Inertial Guidance System 

Should a Drop Pod scatter on top of impassable terrain or 
another model, then reduce the scatter distance by the minimum 
required to avoid the obstacle Note that the Deathstorm pattern 
Dreadnought Drop Pod is considerably larger than the more 
common Drop Pod and so will need a larger space in which to 
land successfully, 

Independent Machine-spirits 

Deathstorm Drop Pods may target different enemy units with 
each of their weapons; 

Deathstorm Launcher System 

Weapon Range Str AP Type 

Deathstorm frag launcher 


Deathstorm krak launcher 


May be taken imteaj a 1 a Fuji Attack (twice far tins unity 1/the Orbital 




Deathstorm drop pods 
were first conceived and 
prototyped by the Raven 
Guard Legion, who sought 
to augment the firepower 
of their precision-orbital 
assaults. The Raven 
Cuard's preference for 
such surgical-strike tactics 
would, upon occasion, leave 
them at a disadvantage in 
the case of both protracted 
engagements and in 
assaulting very heavily 
fortified targets where heavy 
units such as Legion tanks 
and artillery could not used. 

This opened the Legion 
up to levels of casualties 
during some successful 
drop pod assaults that their 
Primarch Corax would not 
countenance The Raven 
Cuard's solution spoke 
much totheirown nature 
and preferred tactics - a 
weapon that would strike 
with merciless ssviftness and 
expend its force in a lethal 
fury that left little need for 
prolonged endurance 

Built around a standard 
drop pod chassis, the 
Deathstorm pattern 
uses rapid-firing missile 
launchers to blast an area 
in a massive volley of fire 
upon landing,clearing the 
way for the Space Marines 
to assault in their wake. The 
machine-spirit targeted 
weapons of the Deathstorm 
will then continue to 
sweep the landing zone 
and provide fire support, 
although at much reduced 
firepower, the bulk of 
their ammunition already 
expended on their arrival. 




















HEAVY SUPPORT 


Heavy support squads 
provide the Legions’ 
infanny with mobile. Space 
Marine-portable firepower 
sufficient to bring down 
hordes of enemy troops or 
smash armoured vehicles 
apart in withering hails of 
lire Although tanks and 
field artillery outrange 
and outgun heavy support 

well as of course often 
being much more heavily 
protected by armour plate, 
heavy support squads 
have all the flexibility of 
the infantryman to their 
advantage, and are able to 
disperse in terrain, climb 
heights to attain better 
fields of fire, and go where 
a battle tank or even a 
Dreadnought cannot. 


Legion Heavy Support Squad 

WS BS s 

Legion Space Marine 4 4 4 

Legion Space Marine Sergeant 4 4 4 


Unit Composition 

• 4 Legion Space Marines 

• 1 Legion Sergeant 


Unit Type 

• Legion Space Marine Infantry 

• Legion Space Marine Scrgeanl: 
Infantry (Character) 


Wargcar 

• Heavy bolter 

• Bolt pistol 

• Ftag and krak grenades 


Special Rule 
• Legiones Astartes 


Dedicated Transport 
* As long as it numbers no more 
than 10 models, the squad may 
choose a Rhino as a Dedicated 
Transport Note that if an army 
contains a character that has 
one of the Rites of War special 
rules (see page 15), other 
Dedicated Transport options 
may be available for the squad. 


Options 

• The Legion Heavy Support Squad may take 

- Up to 5 additional Space Marines +20 points each 

. All of the Space Marines in the squad (including the Sergeant) may 

exchange their heavy bolters for one of the following other heavy- 
weapon types. If chosen, then all the heavy bolters in the squad 
must be exchanged for the same weapon. 

- Heavy flamer 

- Autocannon 

- Missile launcher (with frag and krak missiles). 

- Multl-melta - 


1'lasma cannon 

Volkite culverin- 

Lascannon 

The squad's Sergeant may take any of the following: 

- Exchange their heavy bolter for a nuncio-vox and chainswordor 
combat blade _ . rree 

+10 points 

...+5 points 

-,+j points 

irrying a heavy weapon, they may tale 


- Upgrade to artificer arn 

- Take an Augury scanne: 

- Take melta bombs. 

• li the squad's Sergeant is 
one of the following: 

- Bolter .. 

- Combi-weapon .. . 

• If the squad’s Sergeant 


ot carrying a heavy weapon, they may 
exchange their bolt pistol for a plasma pistol . _tic poults 

• If the squad's Sergeant is not carrying a heavy weapon, they may 
exchange their combat blade or chainsvvord for one of the following 

Power weapon _no points 

Power fist +15 points 

• If the squad has missile launchers they may be equipped with: 

- Flakk missiles -..+50 points for the entire squad 

• The entire squad may take Hardened Armour+25 points (see page 3: 
for details). 





























Legion Predator 
Strike Armour Squadron 


75 points per model 


Legion Predator Tank 

Unit Composition 
. 1-3 Predator tanks 

Unit Type 
. Vehicle (Tank) 

Wargear 

• Searchlight 

• Smoke launcher 

• Predator cannon 


BS 


Options 

• Any Legion Predator may rake one of the following sets of two 
sponson weapons: 

- Heavy boilers ... .«o points per model 

- Heavy flamer .. - - +20 po ims ^ mode l 

- Lascannon - . ..*40 points per model 

• Any Legion Predator may exchange its Predator cannon for a: 

- Flamestorm cannon ___+15 points 

- Executioner plasma destroyer..4 35 points 

- Heavy conversion beamer.. 440 points 

- Magna-melta cannon... ..445 points 

• Any Legion Predator may take 3ny of the following: 

- Hunter-killer missile ... . 4io points per model 

- Dozer blade +5 poims per model 

- Auxiliary drive 410 points per model 

- Extra Armour. 410 points per model 

- Armoured Ceramtte .... .. _ 420 points per model 

- Machine Spirit . 25 points per model 

• Any Legion Predator nuty take one of the following pintle-mounted 

- Combi-bolter . +5 points per model 

-Combi-weapon < 10 points per model 

- Heavy flamer - to points ps-r model 

- Heavy bolter ....41$ points per model 

- Havoc launcher... 415 points per model 

• One Legion Predator in the squadron may be upgraded to: 

- Command Tank. 125 points 



HEAVY SUPPORT 


The Predator is perhaps 
the best known and most 
widespread variant of 
the basic Rhino chassis, 
equipped with superior 
armour protection and 
firepower, but sacrificing 
the Rhino's troop transport 
capacity entirely The 
Predator is an effective and 
versatile medium tank, with 
a good balance of speed, 
firepower and protection 
and whose robust design 
can field a wide variety of 
armament configurations, 
with the standard and by 
far most Common being a 
rapid-firing turret-mounted 
autocannoa The Predator 
can also be fielded either 
with or without additional 
external sponson-mounted 
weaponry, with each 
sponson either mounting a 
single heavy bolter, heavy 
flamer or lascannon as part 
of a modular unit. The type 
of sponson weaponry fitted 
often reflects the expected 
conditions of threat within 
a given warzone, where 
heavy infantry resistance 
Is predicted (such as in 
battle against the Orksfor 
example), heavy boilers 
are most favoured, while 
lascannon are equipped 
where armoured vehicles are 
expected to predominate the 
opposition's forces. 





















HEAVY SUPPORT 


The Land Raider ij regarded 
by many as the finest 
armoured fighting vehicle 
of its class in the lmpcrium's 
arsenal—if not the galaxy, 
and the mainstay battle 
rank of the Space Marine 
Legions. It Isa phenomenally 
powerful war machine, its 
multi layered composite 
armour and reinforced hull 
is all but impervious even to 
heavy weapons, and it has no 
truly vulnerable areas, being 
a sealed unit designed to 
resist enemy attack from any 
approach. Intended to serve 
in almost any environment as 
war machine and exploration 
vehicle, the Land Raider 
can operate freely in war 
/ones ranging fiom acid 
swamps to rad-deserts to 
arctic wastes withoutany 
noticeable impediment to its 
performance, and can even 
operate underwaterand in 
hard vacuum, ensuring that 
theie is no open battlefield 
on which its armoured wrath 
cannot be unleashed. The 
Land Raider is a masterwork 
that heralds back to the 
might of Mankind during 
the lost High Dark Age 
ofTcchnology, and since 
the rediscovery of its 
■STC in the vaults of Mars 
several patterns have been 
established in widespread 
use varying the balance of 
the Land Raider's battlefield 
role from armoured explorer, 
to assault tank, to command 
and control vehicle, but 
all maintain the core 
components of its established 
form and function. 


Legion Land Raider Battle Squadron 

Legion Land Raider Phobos 


Legion Land Raider Proteus 
Legion Lend Raider Achilles 


ns 

Legion Phobos 4 

Legion Proteus 4 

Legion Achilles 4 

Unit Composition 

• t-3 Land Raider tanks, any of 
which tnay be of the Phobos or 
Proteus types, and up to one of 
which may be of the Achilles 
type 

Unit Type (All) 

• Vehicle (Tank, Transport) 

Transport Capacity 

• The Land Raider Phobos can 
transport to models. 

• The Land Raider Proteus can 
transport to models 

• The Land Raider Achilles con 
transport 6 models. 


Armour 

Front Side Rear HP 

i* 14 «4 4 

14 >4 >4 4 

Fire Points 

• None (all) 

Access Points 

• Land Raiders have one access 
point on each side of the hull 
and, in addition, the Land 
Raider Phobos has one at the 

Special Rules 

• Land Raider Phobos - Assault 
Vehicle 

• Land Raider Proteus - None 

• Land Raider Achilles- 
Fcrromantic Invulnerability 


250 POINTS ft* M0Mt 

zooroNRmjjopt, 

VSWfrisBxsjoDa 


Wargear (Land Raider Phobos, 

• Two sponson-mounted twin 

linked lascannon 

• Hull-mounted twin-linked 
heavy bolter 

• Searchlight 

• Smoke launchers 

• Machine Spirit 

Wargear (Land Raider 
Proteus) 

• Two sponson-mounted twin- 
linked lascannon 

• Searchlight 

• Smoke launchers 

• Machine Spirit 

Wargear (Land Raider 
Achilles) 

• One hull-mounted 
quad mortar 

• Two sponson-mounted 
twin-linked mulit-meltas 

• Searchlight 

• Smoke launchers 

• Extra Armour 

• Machine Spirit 

• Armoured Ccramitc 






















Options (all) 

• Any Land Raider may take any of the following (if not already so 


equipped >: 

- Hunter-killer missile 

- ..-+10 points per model 

-Auxiliarydrive . 

- -.- --- ♦10 points per model 

- Extra Armour ~ 

- -.+10 points per model 

- Armoured Ceramite 

—..-.+20 points per model 

Any Land Raider may take 

one of the following pintle-mounted 

weapons: 


- Twin-linked bolter. 

--- .+J points per model 

- Combi-weapon 

.. .+10 points per model 



- Havoc launcher.- 

—-.-.-- ■■ ♦15 points per model 

- Heavy bolter 

..- -.+15 points per model 

- Multi-mclta--- 

— - +20 points per model 

In squadrons of three, one 1 

Land Raider may be upgraded to: 

- Command tank . 

-as points 


Additional Options (Land Raider l’hobos) 

• Any model may take frag assault launchers. +10 points 

Additional Options (Land Raider Proteus) 

• Any model tn3y be further armed with one of the following hull- 
mounted weapons 

- Twin-linked heavy bolter +20 points per model 

- Twin-linked heavy (lamer ..*20 points per model 

• Any model may be upgraded to be equipped with 

- Explorator Augury Web .+50 points per model 

Additional Options (Land Raider Achilles) 




Explorator Augury Web 

The sophisticated scanners and cognis-lntcrpretcrs built into 
the structure of the Proteus are all but unrcplicablc devices that 
likely far pre date the Age of the Imperium. When under the 
control of an experienced Techmarine these augurs can be used 
in conjunction with Legion command to scan enemy positions in 
extraordinary detail, allowing enemy movements to be thwarted 
or reinforcements to be called in with uncanny accuracy 

A Land Raider Proteus with an Explorator Augury Web gains the 
Scout special rule 

While a Proteus with this upgrade is on the table, at the start of 
any of the controlling player's turn, before any Reserve rolls are 
made, they may declare that the Proteus' auguries are being used | 

in Disruption or Relay modes, their effect lasting until their next I 
player turn. 

• Disruption Mode The opposing force suffers -1 to their 
Reserve rolls. 

• Relay Mode: The owning player's Reserve rolls may be 
re-rolled (whether failed or successful!) if they wish. 

Note that the presence of multiple Explorator Augury Web- 
equippcd Proteus have no additional effect and only one mode 
may be chosen a turn. 

If a Land Raider Proteus is fitted with an Explorator Augury Web, j 
its transport capacity is reduced to $ 

Fcrromantic Invulnerability 

The hull of the Achilles has been specially constructed to resist j 
even the most determined assault and is almost pretematurally I 
resilient As a result, the Land Raider Achilles is not subject 10 the 
particular effects of the Lance and Melta special rules by attacks | 

made against it In addition it reduces the effects of all rolls on the 
Vehicle Damage chart caused by Penetrating hits (other than by I 

Destroyer type weaponry) by -1 

Wm 
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A variant of tlie Storm 
Eagle, the Fire Raptor 
gunship was created with 
the aim of providing 
overwhelming aerial 
firepower to Legiones 
Astartcs assault forces. 
These relentless craft can 
reduce any attacking force 
to ruin in a devastating 
rain ofbolt shells and high 
explosive rockets, and are tn 
use amongst virtually every 
one of the Legions 

in addition to'twin nose- 
mounted Avenger bolt 
cannon and an array of 
rockets or missiles, the 
Fire Raptor replaces 
the capacious transport 
bay of the Storm Eagle 
with ammunition and 
targeting cogitators for two 
independent ball-turrets. 
Each of these sophisticated 
turrets is equipped with a 
gyroscopic array and crewed 
by a dedicated Space Marine 
gunner, allowing each to 
strike separate targets with 
pinpoint precision even 
while the gunship moves at 
flank speed. 

The Fire Raptor first gained 
renown during the many 
campaigns against the Orks 
that infest many of the 
systems now claimed by 
the Emperor. The ferocious 
firepower of these craft 
proved pivotal in many 
engagements against the 
overwhelming numbers of 
Orks encountered on many 
worlds, reducing wave after 
wave of Ork warriors to 
bloody ruin. 


Legion Fire Raptor Gunship 


Unit Composition 

• i Fire Raptor Gunship 

Unit Type 

• Vehicle (Flyer, Hover) 
Wargear 

• One hull-mounted twin-Iir 
avenger bolt cannon 

• Two turret-mounted 
quad heavy bolters 

• Four wing-mounted 
tempest rockets 

• Machine Spirit 

• Extra Armour 

Special Rules 

• Deep Strike 

• Strafing Run 

• Independent Turret Fire 


Options 

• A Fire Raptor may exchange its quad heavy bolters for 

- Reaper autocannon battery + iopoints 

• A Fire Raptor may take any of the following upgrades. 

- ArmouredCeramite -‘■aopoinij 

-Searchlight. point 

• A Fire Raptor may exchange its four tempest rockets for 

- Fourhcllstrike missiles +zopoints 


Independent Turret Fire 

The Fire Raptor is equipped with two waist 

-mounted rapid 

tracking turrets capable of fully independent operation. So long as 

the Fire Raptor is eligible to fire a weapon t 

n the Shooting phase, 

each waist turret may fire at a target of us own and its weapons do 

not count towards the numberof weapons the Gunship may fire 

each turn 


Fire Raptor Weapons 


The Fire Raptor Gunship carries vast firepower for a vehicle of its 
size Mounting heavy anti-personnel and anti-materiel weaponry, 
the Fire Raptor forgoes the Storm Eagle's transport capacity fora 

reinforced airframe and substantial ammur 
the hunger of its guns 

lition capacity 10 feed 

Range Str AP 

Special 

Tempest rockets 6o‘ 6 4 

Heavy 1, Sunder, 

One Shot 

Avenger bolt cannon 36" 6 3 

Heavy 7 

Quad heavy bolter 36" 5 4 

Heavy 6, 
Twin-linked 

Reaper autocannon 

battery 36* 7 4 

Heavy 4, 
Twin-linked 
























Achilles-Alpha Pattern Land Raider 


300 POINTS 


Achilles-Alpha 

Un» Composition 
. 1 Achilles Alpha pattcri 
Land Raider 


VTargear 

. One hull-mourned quad 
mortar with frag and shatter 
shells 

• Two sponsonmounted twin 
linked Volkue culverins 

• Searchlight 

• Smoke launcher 

• Extra Armour 

• Machine Spirit 

Special Rules 

• Enhanced Fcrromantic Rites 

• Galvanic Traction Drive 

Transport Capacity 

• TheAchillcs-Alphahasa 
transport capacity of 6 models 


Access Points 

• One access hatch on each side 
of the hull. 


Armour 

US Front Side Rear 


Enhanced Fcrromantic Rites 

The hull of the Achillcs-Alpha has been specially constructed 
to resist even the most determined assault and is almost 
prclematurally resilient. As a result, the Achillcs-Alpha Land 
Raider is not subject to the particular effects of the Lance and 
Melta special rules by attacks made against it In addition, it 
reduces the effects of all rolls on the Vehicle Damage chart caused 
by Penetrating hits (other than by Destroyer weapons) by -1 Note 
that this reduction Is applied to any AP value that would first add 
to this roll rather than the final result where this is appropriate 
So, for example, an AP 1 attack which would usually gain a *1 
modifier to the damage roll, instead would only gam a +r,ctc. 

Galvanic Traction Drive 

The Achillcs-Alpha must re-roll failed Dangerous Terrain tests. 


Quad Mortar 
The quad 
select which 

Quad mortar 
(Frag) 


> two types of shells on-board and m 
1 time the weapon fires. 




Heavy 4, Barrage, 
Blast (}■), 

Shell Shock 
Heavy 4, Sunder 



The Achilles-Alpha 
pattern Land Raider is 
the most durable vehicle 
currently in service with 
the Legioncs Astartes. 

These vehicles shrug off 
weapon strikes that would 
cripple even such titanic 
weapons of war as the 
mighty Fellblade,and are 
proof against even the most 
toxic environment. The 
weaponry of these vehicles 
is no less impressive, each 
being armed with a quad 
mortar tooled with exaciing 
precision and capable of 
launching shatter shells as 
well as the more common 
frag shells. Those Legions 
that maintain Achilles- 
Alpha pattern Land 
Raiders utilise them as the 
spearpoint of any assault 
under fire, misting the 
vehicle’s near-impregnable 
armour and punishing 
weapons array to break any 
defensive position. 

Each Achilles-Alpha Is 
assembled under the direct 
oversight of a Forge World’s 
Macro-tek Magios, and is 
the result of months of 
painstaking labour, and so 
costly are they to produce 
that no Legion fields 
more than a handful of 
such vehicles. The more 
common Achilles pattern 
Land Raider is derived from 
the design of these mighty 
engines of war - a lesser 
copy that can be reproduced 
with the expenditure 
of fewer resources, but 
possesses only a fraction of 
the original's might. 










































120 POINTS 



HEAVY SUPPORT 


A powerful assault tank, 
the Vindicator's principal 
armament is a heavy-calibre 
demolishercannon capable 
of shattering fortifications 
and breaching the armour 
plate of tanks with equal 
ease. Although the cannon 
is short ranged, is only able 
to carry a limited supply 
of its rocket-assisted shells 
and lacks the flexibility 
of a turreted weapon, the 
Vindicator is invaluable, 
given the task of attacking 
a heavily fortified position 
or operating in dry-fighting 
conditions. It can blast 
and shunt its way through 
barricades and obstacles. 
Often deployed in close 
support of infantry squads, 
the Vindicator's heavily 
reinforced armour and low 
hull profile increases its 
survivability. This endurance 
and firepower offers the 

the equivalent of a mobile 
strongpoint allowing them 
to better advance against 
heavy fire. A relative rarity, 
some Space Marine Legions, 
such as the Sons of Horus 
and the Iron Hands, make 
wider use of ihe Vindicator 
employing the tank as a 
main battle line vehicle, 
using them in spearhead 
formations. In this they 
attempt to overcome any 
disadvantages the Vindicator 
has through relentlessly 
closing with the enemy 
wherever they can. 


Legion Vindicator Tank 


Unit Composition 
. i Vindicator Siege tank 

Unit Typo 

. Vehicle (Tank) 

VTargcar 

• Searchlight 

. Smoke launcher 

• Demolishercannon 

• Combi-bolter 


Options 

• A Vindicator Siege Tank may exchange its Demolisher cannon for 

- Laser destroyer array... . . .. + io points 

• A Vindicator Siege Tank may take any of the following: 

-.- -+to points per model 

- -*5 points per model 

. +io points per model 

-.+io points per model 

.+20 points per model 

—- +25 points per model 
ic of the following addinonal 


Hunter-killer missile 

Dozer blade. . . 

Auxiliary drive . 

Extra Armour.. 

Armoured Cctamuc. 

Machine Spirit . . 

A Vindicator Siege tank m 
pintle-mounted weapons: 

- Combi-bolter.... 

- Combi-weapon . 

- Heavy flamer____ 

- Heavy bolter . ... _ 

- Havoc launcher _ 


-+5 points per model 
+10 points per model 
+10 points per model 
+15 points per model 
+15 points per model 



















HEAVY SUPPORT 


An armoured assault 
transport of truly massive 
proportions, the Spartan 
is a heavy tank whose use 
is unique to the Space 
Marine Legions and 
the Mechanicum, and 
whose design bears clear 
connections of lineage to 
that of the Land Raider. 
The Spartan is a huge 
armoured conveyer whose 
purpose is to carry a large 
contingent of troops into 
the heart of the enemy, 
weathering fire that Would 
be the death of any lesser 
vehicle Although its 
armoured and sealed shell 
is as legcndarily durable as 
that of a Land Raider, the 
genius of its design is such 
that the greater proportion 
of its interior space is 
given over to its carrying 
capacity, which is greater 
than any save the super- 
heavy transporters such as 
the Gorgon favoured by 
the Imperial Army, while 
being considerably faster 
on the battlefield thanks to 
Its reactor-driven motive 
drives. Its armament is 
nevertheless still fierce, 
featuring sponson- 
mounted quad lascannon 
making it an able tank 
destroyer and secondary 
armaments of defensively 
mounted heavy bolters or 
heavy darners enabling 
it to sweep infantry from 
its path. The Spartan 
takes pride of place in 
the armouries of many 
Legions, although its size 
and the scale of matericls 
required to produce it — 
which exceeds that of most 
super-heavy tanks — makes 
it far less common, than the 
Land Raider in operations. 


Legion Spartan Assault Tank 



Armour 

BS Front Side Rear HP 
Spartan 4 *4 *♦ I+ 5 


Unit Composition 
• t Spartan Assault Tank 

Options 

• A Spartan may exchange its lascannon sponsons for 
- Laser destroyers- - -.....—- 


Unit Type 

• Vehicle (Tank, Transport) 

• A Land Raider Spartan may exchange its hull-mounted t\ 
heavy bolters for 

vin-Iinkcd 

W'argcar 

• A Spartan may take any of the following 


• Two sponson mounted quad 


♦10 points 

lascannon 

Hull-mounted twin linked 

Armoured Ceramitc 

*20 

nlS 


n"' hi, m" 


heavy bolter 

,K A 

po nts 

• Searchlight 

• Smoke launchers 

• Machine Spirit 

• Extra Armour 

Transport Capacity 

• A Spartan may take one of the following pintle-mounted weapons: 

- Twin-linked bolter *S points 

- Heavy llnmcr 

- Havoc launcher 

- Heavy bolter 

■ + ts points 
—+iS points 
_ +15 points 

capacity of 2$ models. 


~ +20 points 

• A Spartan may take frag assault launchers - -.- -. 

- +io points 

Access Points 
• The Spartan has one access 




point at the front and two on 
each side 


Special Rule 
• Assault Vehicle 

I p 


























305 POINTS 


HEAVY SUPPORT 




: attack craft 


Access Points 

• The Caestus has two access 
points at the front of its hull. 


• One turn-linked hull-mounted 
magna-melta 

• Armoured Ccramite 

• Extra armour 

• Two wing-mounted Havoc 
launchers 

• Machine Spirit 


Special Rules 

• Assault vehicle 

• Misericord 

• Cacstus Ram 

• Deep Strike 


Composition 

. i legion Caestus Assault Ram 

Unit Type 

. Vehicle CTank*. flyer, Hover, 
Transport) 

Transport 

• The Legion Cacstus can 
transport to models (see 
Special Rules ). 


Options 

• A Caestus Assault Ram may be upgraded with any of the following: 

- rrag assault launchers „ 

- Auxiliary drive _ . *10 points 

. _ . -I'j points 

A Caestus Assault Ram may exchange its Havoc launchers for 

- two wing-mounted missile launchers 

(Frag Ackrak missiles, ^points 


’Na!c Ihal even Ihougli Ihr Celsius 
is a flyer it may choose to ram just 
ctif'.t were a lank. This atiaelr must 
h declared al the start of the Cacslus’ 
Movement phase. 


intended to participate 
in close-range boarding 
actions in space and also 
to act in a secondary role 
as drop-assault vessels 
for direct orbital attack. 
Smaller in si2e and 
displacement than many 
gunships, the Cacstus 
pattern Assault Ram is 
a densely constructed, 
shield-augmented block of 
armour designed to effect 
a boarding by burning 
and smashing its way 
through an enemy ship. 

The revelations brought 
on by the discoveries of 
Arkhan land enabled 
the augmentation of the 
venerable design, allowing 
it to be used in high velocity 
direct orbital attacks, as 
well as operate as a heavy 
battle skimmer in support 
of ground operations when 
called on to do so. As an 
assault ram the Caestus Is 
designed and outfitted with 
a highly armoured forward 
superstructure buttress 
with inertial and recoil 
compensation systems, 
specifically built to allow 
the vehicle to crash into 
its target, creating a breach 
into which its complement 
of Space Marines can 
immediately advance Its 
main armament is similarly 
direct, with a recessed 
forward firing magna- 
melta which Is intended 
to weaken the hull armour 
of a target spacecraft, 
also providing it with a 
devastating close-range 
weapon against enemy 
tanks and bunkers in 
ground operations. 


Legion Caestus Assault Ram 


Caestus Ram 

The vessel is purpose built to survive smashing into a heavily 
armoured structure, and its forward prow is augmented with 
field generators When conducting a ram attack, the Caestus' 
controlling player can roll two dice and pick the higher number 
when determining if it has penetrated the target s armour and add 
+1 to any rolls on the Vehicle Damage chart that it uses 

In addition, the Caesms has an invulnerable save of s+ against any 
attacks against its front armour, including any damage it suffers 3$ a 
result of carrying out a ram or being rammed itself from the front 

Misericord 

The ram's two hull booms contain heavily armoured compartments, 
each fitted with multiple inertial suppression clamps which lock 
transported troops in place and protect them from impact As 
a result the Caestus Assault Ram has a transport capacity of to 
models, but may only transport models in power armour, artificer 
armour or Terminator armour (the latter of which do not count as 
having the Bulky rule in this specific instance) 




















Sicaran Venator Tank Destroyer 


190 points 


(w; 



HEAVY support 


The Sicaran Venator is a 
variant of the Sicaran battle 
tank which saw extensive 
use in the opening battles 
of the Homs Heresy. The 
Sicaran Venator replaced 
the turret-mounted 
accelerator cannon of the 
Sicaran with a powerful 
neutron laser. When 
coupled with the Sicaran 
Venator's ferocious speed, 
the neutron laser is an ideal 
anti-tank weapon, slicing 
apart armoured hulls with 
casual ease and blasting 
internal compartments and 
crew with atomic fire. 


Conceived in the fires of 
war, the Sicaran Venator 
is the result of all the 
knowledge gleaned from 
the unnumbered battles 
of the Great Crusade. Its 
advanced neutron laser 
is specially designed to 
provide the Legioncs 
Astaires with superior 
firepower, enabling it 
to destroy any and all 
xenos threats that might 
be encountered by the 
expanding armies of the 
nascent Imperium. 


At the time Homs began 
his rebellion on the black 
fields of Isstvan V, the 
Sicaran Venator had only 
just entered full production 
and only limited numbers 
had been inducted into the 
various Legions. Despite 
the relative rarity of these 
vehicles, their combination 
of durability, speed and 
firepower ensured that 
they proved pivotal in a 
number of battles, surviving 
where lesser Predator or 
Vindicator tanks did not. 


Sicaran Venator 


Armour 

BS Front Side Rear 
4 *3 11 11 


IIP 


Unit Composition 
• 1 Sicaran Venator 


Special Rules 
• Dangerous Reactor Core 


Unit Type 

• Vehicle (Tank, Fast) 

Wargcar 

• Searchlight 

• Smoke launcher 

• Pintle-mounted heavy bolter 

• Hull-mounted 
neutron beam laser 

• Extra Armour 


Options 

• The vehicle may take any of the following options 


- Hunter-killer missile. 

-410 points 

- Auxiliary Drive.. 

►10pc int. 

- Armoured Ceramite -. 

♦ ao points 

The Sicaran Venator ma 1 

y take one of the following sets of two 

sponson weapons: 


- Lascannon ... - 

. +40 points 


Neutron Beam Laser 

One of the most powerful weapons mounted on any Imperial vehicle of its class, the Hadyxis pattern 
neutron beam laser was a more compact and sophisticated variant of the arcane neutron laser array 
found mounted on the far larger Cerberus Heavy Tank Destroyer While lacking the sheer damage 
output of the Cerberus' system, its shorter-focused, densely collimated beam at last dealt with ihe risks 
of dangerous feedback that had plagued that weapons system. This advance was only made possible 
by the Archmagos Jun Hadyxis of Phaeton in the closing decade of the Great Cmsadc, and along with 
the life of the savant-genius that created it, the secret of the weapon’s construction would be lost in the 
bitter years of war to follow. 

Weapon Range Str AP Special 

Neutron beam laser 36" 10 1 Ordnance 2, Concussive, Shock Pulse 

Shock Pulse Any vehicle (including super-heavy vehicles) that suffers a Penetrating hit from a 
weapon with this rule may only fire Snap Shots on the following game turn. 

Dangerous Reactor Core 

The powerful reactor containment vessels needed to power the Sicaran Venator's primary weapon 
confer considerable risk of catastrophic explosion should the tank's armour be severely breached. If 
an enemy unit indicts a Penetrating hit on the Sicaran Venator, then they may re-roll results of a 1 on 
the Vehicle Damage tabic against it In addition, should it suffer an Explodes' result, add +D3" to the 
explosion’s radius 



























Legion Sicaran Battle Tank 


135 POINTS 




Options 

• The Sicaran may take any of the folic 

- Hunter-killer missile 

- Dozer blade. 

- Auxiliary Drive_ 

- Armoured Ceramite . 

• The Sicaran may take 1 
weapons: 

- Heavy bolters -. 

- lascannon_ 


Unit Composite 
. t Sicaran Tank 


ing upgrades: 




Unit Type 

. Vehicle (Tank, Fast) 




: of the following sets of n 


Wargear 

• Searchlight 

• Smoke launcher 
. Tuan-linked 

accelerator autocannon 

• Heavy bolter 

• Extra Armour 


+zo points 


Weapon Rat 

Accelerator autocannon 


Heavy 6, Rending, 
Rapid Tracking 


Rapid Tracking: Targets may not take Jink: 
from this weapon. 


HEAVY SUPPORT 


of this new tank found their 
way into the armouries of 
those Legions that would 
side with him before the 
outbreak of the civil war. 


between the Primarchs 
Ferrus Manus and Roboutc 
Cuilliman, alongside the 
Magos of the Mechanic urn 


Sicaran utilises component 
technologies from various 
STC patterns such as the 
Rhino, Land Raider and 


is the sophisticated 
Herakles pattern 
accelerator autocannon. 
Technologically akin to ihe 
heaviercalibre ordnance 
mounted on the Fcllblade 
super-heavy tank, it is a 
superior rapid-firing and 
highly accurate weapon. 

It fires shells at far higher 
velocities than a standard 


One of the most advanced 
armoured units in the 
arsenal of the Great Crusade, 
the Sicaran battle tank was 
the exclusive province of the 
Space Marine Legions. Us 
introduction was on-going 
at the outbreak of the Horus 
Heresy, and the Warmaster 
ensured that many examples 


commonplace Predator and 
Land Raider designs. 


The primary armament of 




_ . 
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I Drop Pod Assault 

A Khatybdis, and any unit it transports, must always be held in 
reserve and always enters play using the Deep Strike rules, and 
counts as a Drop Pod for the wider use of the Drop Pod Assault rule 
for the army At the beginning of the controlling player's first player 
turn, they must choose half of their Drop Pod units (rounding up) 
to make a Drop Tod Assault. These units amvc on their controlling 
player's first player turn The arrival of the remaining Drop Pods in 
the player s force is rolled for as usual for the mission. A unit who 
Deep Strikes via Drop Pod may not assault in the turn it arrives. In 
the case of the Kharybdts, unlike other Drop Pods it is not immobile, 
however, after it has landed it is treated as a Flyer with Hover mode 
(which starts off as hovering after it has arrived via Deep Strike). 

Inertial Guidance System 

Should a Kharybdis scatter on top of impassable terrain or another 
model, then reduce the scatter distance by the minimum required to 
avoid the obstacle if desired. 

Independent Machine Spirits 

Kharybdis may target different enemy units with each of their 
weapons. 

Heat Blast 

Certain boarding Assault Claws and Drop Pods are fitted with cyclic 
thermal jets and melta cutters designed to burn their way into the 
armoured hulls of ships. The Legiones Astartcs quickly learned they 
could also use these systems as a limited form of offence weaponry, 
dispersing their blasts to incinerate anything nearby on landing, 
or in the more extreme cases, even scorch a swalhc across the 
battlefield using dangerous low-level flying attacks. 

When a model with this rule arrives via Deep Strike, or later when 
operating as a skimmer in Hover mode, it may if its controlling 
playerwishes inflict a Heat Blast attack. If it does so, then models it 
is transporting may not disembark or embark on the turn this attack 


Heat Blast (Deep Strike): Immediately after the model lands, 
measure a radius of 3-+D3- horizontally outwards from its main hull 
(do not count any landing struts, etc). All models caught in ihe blast 
sufter a Str 6 AP 5 hit with no cover saves. Vehicles are struck on 
their weakest Armour value This is counted as a flamer based attack. 

Heat Blast (Fire Sweep)- If the controlling player wishes, any 
unit the model passes directly over (Lc, falls directly under its hull 
during its Movement phase) suffers D6 Str s AP 5 hits with no 
cover saves Vehicles arc struck on their weakest Armour value 
This is counted as a flamer-based attack. Hits from this attack are 
distributed across a unit as ihe player suffering the attack wishes 
Roll a D6 each time this attack is inflicted. On a result ofa 1, the 
Drop Pod itself suffers a penetrating hit 

Mclta-ram 

Although a Flyer, the Kharybdis may conduct Ram attacks as if it 
were a Tank while using Hover mode It may not, however, Ram 
other Flyers or make such an attack on any turn in which it arrives 
from reserve. It also may not conduct a Ram on any turn on which it 
embarks or disembarks models or uses its Heal Blast attack. 

Kharybdis Storm Launcher 

These rapid firing missile launchers are designed to provide the 
Kharybdis with some measure of striking power as it closes with its 
target and to clear landing zones around ihe Kharybdis, throwing 
nearby resistance into disarray as the warriors on board disembark 
To thus end, the launcher fires clusters of fragmentation and anti- 
armour warheads, with each launcher controlled independently by 
on-board augury-arrays. 

Weapon Range Str AP Special 

Kharybdis 

storm launcher 24' 6 5 Heavy 2, Pinning, 

Twin-linked 
































Legion Whirlwind Scorpius 


i 15 points 


f 



HEAVY SUPPORT 


The term 'Whirlwind' is 
used amongst the Legionrs 
Astartes to describe a 
range of vehicle-mounted 
multiple missile launcher 
systems, many of which 
have been recovered during 
the Great Crusade and are 
undergoing front line trials 
with various units. The 
Scorpius is a pattern that 
has only recently entered 
service, having been created 
at the behest of the Space 
Wolves Legion to aid In 
the campaign against the 
fortified bastion-cities 
of the xenos Chassullan 
Sub-realms. Fighting 
alongside Legion Predators, 
with which it shares many 
common armour and drive 
systems, the Scorpios has 
proven itself well suited 
to such high-intensity 
operations and has been 
approved for service across 
the entire Lcgiones Astartes. 


Whirlwind Scorpius 

Unit Composition 

• 1 Whirlwind 

Unit Type 

• Vehicle (Tank) 

Wargcar 

• Searchlight 

• Smoke launcher 

• Scorpius multi-launcher 

• Twin-linked bolter 



Armour 

BS Front Side Rear HP 

4 13 12 10 3 

Options 

• The Whirlwind Scorpius may take any of the following upgrades: 

- Hunter-killer missile - *10 points each 

- Dozer blade *5 points each 

- Extra Armour -. -+iopointseach 


Scorpius Multi-launcher 

This is a prototype weapons system intended 

.0 replace 

the standard Whirlwind armament which was undergoing 
battlefield testing at the outbreak of the Homs Heresy. As well 

as the launcher itself being capable of mote r. 

iptd fire than its 

predecessor, the Scorpius’ rocket munitions v 

cere designed to 

concentrate their force in a more confined an 
their destructive potential. 

»a. greatly increasing 

Weapon Range Str AP 

Special 

Multi-launcher 48’ 8 3 

Heavy 1, Barrage, 
Blast (3"), 


Rocket Barrage 

Rocket Barrage- In a turn in which the vehicle has not moved, 

the multi-launchcr's rate of fire Is increased n 

a Heavy 1+D3. 






















LORDS OF WAR 


The Legion Stormblade is 
a variant of the Imperial 
Army super-heavy tank 
constructed on (he 
Forge World ofLucius 
and equipped with a 
mighty plasma blastgun 
This weapon occupies a 
tactical niche between the 
much heavier turbolaser 
destructor carried on the 
Shadowsword and similar, 
but lighter weapons carried 
on smaller vehicles. The 
plasma blastgun is simpler 
to maintain and supply 
than the turbolaser, giving 
the tank an extended 
operational range and its 
Space Marine crew are a lot 
more resistant to the heat 
and radiation generated by 
its enormous reactor array 
than the crews of Imperial 
Army Stormblades. 


The majority of Legions 
maintain a stock of 
Stormblades amongst 
their super-heavy tank 
formations, though some 
only utilise them as 
Legion reserves and do 
not commit them to the 
line as a matter of course. 
The Iron Warriors and the 
Iron Hands have both been 
known to utilise armoured 
vanguards comprising 
Stormblades, often flanked 
by Predators and, more 
recently. Sicara ns. 


Legion Stormblade Super-heavy Tank 

Armour 

BS Front Side Rear HP 


455 points 


Unit Composition 
• i Stormblade 


Unit Type 

. Super-heavy Vehicle 


. plasma blastgun 
• Searchlight 
. Smoke launchers 
. Hull-mounted heavy bolter 


Options 

• A Stormblade may take 

- Twin-linked heavy flamers 

• A Stormblade may take any of the following 

- Hunter-killer missile 

— .- .- +io points 


ie of the following pintle-mounted 


- Armoured Ceramite 

• A Stormblade may take or 
weapons: 

-Twin-linked bolter 

- Combi-weapon 

- Heavy flamer 

- Havoc launcher 
-Heavy bolter 

- Multi-melta 

• A Stormblade may be upgraded to a Command tank 

• A Stormblade may be upgraded to take 

- Space Mannc Legion Crew. 


Plasma blastgun 

The majority of plasma blastguns utilised on Legion Stormblades 
arc wrought upon the Forge World of Ryza, a sovereign 
Mcchanicum domain whose lords arc known as the undisputed 
masters of this particular strand of machine lore When the 
weapon fires, a roiling, barely contained bolt of raw plasma as 
bright as a sun is unleashed All but the strongest of armour is 
reduced to slag by such an attack and it can defeat even Titan 
grade void shields with relative ease 


Weapon 
Plasma blastgun 
(Rapid) 


Special 

Primary Weapon a, 
Massive Blast (7') 
Primary Weapon 1, 
Apocalyptic Blast 


Space Marine Legion Crew 

A Stormblade upgraded to have Space Marine Legion Crew 
Ballistic Skill to BS4 


Command Tank 

If the vehicle is upgraded to a Command tank, all allied units 
svithin M" of the Stormblade may re-roll failed Morale checks. 
























Legion Cerberus Heavy Tank Destroyer 


395 points 


rr 

LORDS OF WAR 

An experimental variant 
based upon (he Spartan 
chassis, (he Mcchanicum 
used the Spartan’s internal 
capacity to mount a 
prototype Neutron Laser 
Projector and the sizable 
Atomantic-arc reactors and 
radiation-shielding needed 
to operate the weapon. The 
weapon technology itself 
had been re no-engineered 
from Dark Age battlefield 
wreckage recovered at 
great cost on the forbidden 
sphere of Deep Hyades- 
VI by Mcchanicum 
Explorators out of Galatea, 
and some controversy 
was evident about both its 
provenance and safety for 
wider dissemination by 
the Mcchanicum. Despite 
its instability, the Neutron 
laser offered a potential 
rival weapon to the more 
common Turbo-laser 
systems found on Titans and 
the Shadowsword super- 
heavy tank destroyer, which 
was both more compact 
in size and possessed of 
enhanced ability to inflict 
collateral damage. Shortly 
before the outbreak of the 
Heresy war, preliminary 
detachments of the Cerberus 
had been delivered into 
the service of a number of 
Space Marine Legions for 
comprehensive battlefield 
testing and trial, and were 
soon pressed to turn their 
own destructive power 
against the lmperium's own 
war machines, rather than 
that of (he alien. 


Legion Cerberus 

Unit Composition 

• t Cerberus Heavy Tank 
Destroyer 

Unit Type 

• Super-heavy vehicle 
Wargear 

• Twin-linked neutron 
laser battery 

• Searchlight 

• Smoke launchers 

• Flare shield 

Special Rules 

• Reactor Blast 


ns 


Armour 

Front Side Rear HP 
14 14 IJ 6 

Options 

• A Cerberus Heavy Tank Destroyer may be equipped with one set of 

two of the following sponson-mounted weapons. 

■ Heavy bolters *ao points 

- Lascannon <--i r > point--. 

■ A Cerberus Heavy Tank Destroyer may take any of the following 

- Hunter-killer missile _ — *iopoints 

- Armoured Ccramitc . *zo points 

• A Cerberus Heavy Tank Destroyer may take one of the following 
pintle-mounted weapons 

- Twin-linked bolter -s points 

- Combi-weapon +io points 

- Heavy flamer ti 5 points 

- Heavy bolter *•$ points 

- Multi-melta —----- -*20points 


Reactor Blast 

Should the Cerberus lose its last Hull Point, it rolls on the 
Catastrophic Damage table with a +i modifier. The vehicle is then 
removed. 

Neutron Laser Battery 

The neutron laser is a Dark Age of Technology relic whose secrets 
are little understood outside the highest circles of the Adeplus 
Mcchanicus and whose powerful blasts, while outmatching 
any weapon of its size, are prone to dangerous feedback if they 
encounter anything able to resist the terrible forces they can 
unleash. 

Weapon Range Str AP Special 

Neutron laser battery 7z" ao i Primary Weapon 

D3 (roll 
each time the 
weapon is fired). 
Concussive, 
Feedback, Shock 

Pulse 

Feedback 

If a weapon with this type fails its Penetration roll against a target 
vehicle's armour, or fails a To Wound roll against a target model 
(note that successful armour saves do not count for this) roll a 

D6. If the result is a i, dangerous energy feedback along the beam 

causes the firing model to lose t Hull Point or wound 
Shock Pulse 

Any vehicle (including Super-heavy vehicles) that suffers a 
Penetrating hit from a weapon with this type may only fire Snap 
Shots in the following game turn. 























Legion Typhon Heavy Siege Tank 


Legion Typhon 4 

Unit Composition 

. i Typhon Heavy Siege Tank 
Unit TVP c 

. Supeeheavy vehicle 
Wargear 

• Drcjdhammer siege cannon 

• Searchlight 

• Smoke launcher? 

Special Rules 

• Crushing Weight 


Armour 

Front Side Rear 


350 POINTS 


Options 

- Heavy bolters . 

- Lascannon _ +10 points 

'■Ssssss^* . ttgr- 

- Armoured Ceram,ie +10points 

- Twin-linked bolter 

- Combi-weapon +S * X>ln,S 

- Heavy flamer ' C ^ mls 

- Heavy bolter. *15 po ms 

- Multi-melta 


Named for the Great Beast 
of Tenan myth, this siege 
tank was developed by 
the Martian Mcchanlcum 
simultaneously with the 
Spartan, with which it shares 
a basic hull, armour and 
chassis design. The Typhon 
is a mobile gun-platform 
of prodigious strength and 
carrying capacity designed 
to operare a single massive 
piece of siege artillery—the 


Drcadhammcr Siege Cannon 
The Dreadhammcr is a huge siege weapon, modified from 
the kind of static weaponry usually deployed to slowly pound 
cities and gargantuan fortresses to dust. The kinetic blast wave 
produced by the multi-tonne shells it fires alone is enough to 
liquefy flesh and bone, and the most well-protected bunker 
provides little defence for those within 

Weapon Range Str AP Special 

Drcadhammcr l+V+S" 10 1 Primary Weapon 1, 

siege cannon Massive Blast (7’), 

No Cover Saves 
Allowed 

'The Drcudlmmmrr siege r<umon has two rangrs drjvn Jntg on ivhrlher 
its vehicle has remained stationary or not. If the vehicle that the cannon 
15 mounted on moved in the preceding Movement phase, the weapon has 
a range of 2 if If il did not move, the range is increased to t/S" 

Crushing Weight 

A Super-heavy vehicle with this special rule adds +1 to all rolls on 
the Thunderblitz table when makings Ram or Tank Shock attack. 


Dreadhammer cannon. The 
design itself was created in 
response to a request from 
the Primarch Peturabo of 
the 1 ton Warriors, and also 
with his direct involvement, 
who demanded a war engine 
created for the Space Marine 
Legions that could rapidly 
deploy such fortress- 
breaking firepower to the 
battle line at speeds greater 
than the slow crawl of the 
Imperial Army's heavy 
batteries—the Typhon was 
the result Many observers 
have labelled it as little more 
than an 'upscaled' Vindicator 
in design, and while in some 
ways this may be true, few 
can deny fts utterly brutal 
effectiveness in action 



























Legion Falchion Super-heavy Tank Destroyer 


505 points 



LORDS OF WAR 


The Falchion utilises a 
potem weapon combining 
technologies used in 
the Fellblade and the 
Shadowswonl super-heavy 
tank. The Falchion's twin- 
mounted Volcano cannon 
is one of the most powerful 
vehicle-mounted, anti-tank 
weapons in the Imperium's 
arsenal and it requires such 
an investment in resources 
to construct just a single 
example that its use is 
limited to the Legiones 
Astartes. Even then, the 
Falchion is so rare that 
most Legions maintain but 
a handful, reserved for use 
against the largest of enemy 
war machines. 

The Falchion was developed 
long before the outbreak 
of the Horus Heresy and 
as such its prey was not the 
enemy Titans it would later 
see such extensive combat 
against. As the Creat 
Crusade expanded ever 
outward, the Expeditionary 
fleets encountered a 
staggering array of foes, 
some of whom were of a 
truly gargantuan scale The 
formless overlord beings of 
the Psiom Reach were so 
massive they could crush 
entire armies with their 
bulk, but they were set 
to ravening flame by the 
touch of the Ultramarines' 
Falchions Volcanos. 

When the gravity-defying 
mountain-fortresses of 
the Thulos Deeps rejected 
Compliance, a company 
of Iron Hands Falchions 
burned them and their 
occupants from the skies, 
scattering all to rubble 
such that no stone was left 
standing upon another. 


Falchion 

Unit Composition 

• 1 Falchion 

Unit Type 

• Super-heavy Vehicle 

Wargear 

• Searchlight 

• Smoke launcher 

• One twin-linked hull-m 
Volcano cannon 

• Two sponson-mounted 
quad lascannon 


BS 


Armour 

Side 




HP 


• The vehicle may take any of the following options: 

- Hunter-killer missile— no points 

- Auxiliary Drive +10 points 

- Armoured Ceramite -- <-25 point, 

• The Falchion may take one of the following pintle-mounted 
weapons: 

- Twin-linked bolter --- - +5 points 

- Combi-wcapon -topoints 

ted * Heavy flamer — -1 > points 

- Havoc launcher —-Ti J points 

-Heavy bolter .+15 points 

- Multi-melu +20 points 

• The Falchion may be upgraded to take a: 

- Space Marine Legion Crew . ns points 


Volcano Cannon 
The Volcano canm 

an (so named, it is generally thought, given 

its tendency to tur 

n rock and stone into spraying magma where 

it strikes) is an apocalyptically powerful laser weapon designed 

to level the most r, 

c-inforccd fortification and deal fatal blows to 

the most colossal of enemy war machines. For all its firepower 
however, the Volcano cannon is an inflexible and maintenance- 

intensive weapon 

whose sheer sue consumes much of the 

Falchion's bulk as 

it does the Shadowsword of the Impcrialts 

Auxillia which also fields this weapon as its main armament. 

Weapon 

Range Str AP Special 

Volcano cannon 

no" D 2 Primary Weapon 1, 


Large Blast (5") 


















Region Maicador Assault Tank 


300 points 


legion Maicador 3 

ynlt Composition 

. x Matador Assault Tank 
Unit Type 

. Super-heavy Vehicle (Fast) 


tattle cannon 

. Hull-mounted autocannon 

• Twosponson-mounted 
heavy slubbers 

■ Searchlight 

• Smoke launchers 

Special Rules 

• Battle Speed 


Armour 

Front Side Rear HP 


Options 

.. 

■ Demoltsher cannon 


- Heavy bolters _ 
Heavy flamers 

- Autocannon 

- Lascannon _ 


• A Maicador Assault Tank may take any of the following: 

- Hunier-killcr missile... _ 

- Armoured ceramitc . 

- Flare shield «o points 

• A Maicador Assault Tank may take one of the following pintle- 1 ’ 0 "’' 5 
mounted weapons: 

- Twin-linked bolter ... 

- Heavy slubber. 

- Combi-weapon.. 

-Heavy flamer.. 

• A Maicador Assault Tank may be upgraded to: 

- Command tank .. 

• A Maicador Assault Tank may be upgraded to take 

- Space Marine Legion Crew 


• +5 points 
♦15 points 
- +15 points 


- +15 points 


Space Marine Legion Crew 
A Maicador upgraded to have a Space Marine Legion cr 
; its Ballistic Skill to BS 4. 


Command Tank 

If the vehicle is upgraded to a Command Tank, all allied units 
within 14' of the Maicador may re-roll failed Morale checks. 

Battle Speed 

When the Maicador Assault Tank moves Flat Out in the Shooting 
phase, it may choose to fire its traverse-mounted battle cannon 
or twin-linked lascannon at its full Ballistic Skill, either before or 
after the Flat Out move (but may fire no other weapons). 


+ 10 points 

+10 points 
+30 points 


A truly ancient design 
daring back to the wars of 
the Age of Strife on Terra, 
the Imperial production 
model of this heavy tank 
panem was given the name 
of Maicador the Sigillite. 
right hand of the Emperor, 
during the early days of 
the Great Crusade when 
thousands of these war 
machines rolled off the 
production lines of Mars 
and Voss. Although not as 
heavily armed as goliaths 
such as the Banchlade or 
as wcll-protected as the 
Land Raider that would 
come to largely replace it 
in Legion service as a main 
battle tank, the Maicador 
nevertheless possesses a 
number of advantages to 
its design, the principal of 
which is its battle speed, 
which is truly formidable for 
a tank of its size, thanks to a 
sophisticated, if somewhat 
temperamental drive system 
By the time ofthe Horus 
Heresy many Maicador 
tanks had been relegated 
to strategic reserves and 
second line Imperial Army 
units, replaced by newer, 
more powerful designs, 
although the demands of the 
galaxy-wide civil war soon 
brought them bock into the 
fray, while their availability 
saw them used as test-beds 
for a variety of new variants 
designed to plug gaps in 
supply and resource 


























Legion Fellblade Super-heavy Tank 


525 points 



Fellblade 


LORDS OF WAR 

Based upon the same 
Standard Template 
Constructor pattern 
as the Bancblade and 
Dcathhammer super- 
heavy tanks which form 
the mainstay of the vast 
armoured brigades of the 
Imperial Crusade Army, 
the Fellblade was a more 
advanced variant that first 
saw widespread service, 
particularly in the Space 
Marine Legions, in the 
last decades before the 
nightmare of the Heresy. 
The Fellblade was most 
notable for its use of both 
Mechanicum Atomantic 
arc-reactor technology 
and a reinforced metaplas 
alloy chassis superior to 
that of the Uanebladc, 
and the employment of 
an advanced accelerator 
cannon as its primary 
armament—all fruits 
of technologies restored 
to humanity by the later 
conquests of the Great 
Crusade. 


Unit Composition 

• 1 Fellblade 

Unit Type 

• Super-heavy vehicle 

Wargcar 

• Turret-mounted twin-linked 
Fellblade accelerator cannon 

• Two sponson-mounted 
quad lascannon 

• Hull-mounted twin-linked 
heavy bolter 

• Hull-mounted 
demolishcr siege cannon 

• Searchlight 

• Smoke launchers 


Options 

• A Fellblade may exchange its quad lascannon sponsons for 


- Laser destroyer sponsons - Free 

• A Fellblade may exchange its hull-mounted twin-linked heavy 
bolters for 

- Twin-linked heavy flamer Free 

• A Fellblade may take any of the following 

- Hunter-killer missile — -+iopoints 

- Armoured Ceramite - <-25 points 

• A Fellblade may take one of the following pintle -mounted weapons; 

- Twin-linked bolter +5 points 

- Combi-weapon „ -10 points 

- Heavy flamer -*15 points 

- Heavy bolter -nspoints 

- Multi-melta. wopoims 

• A Fellblade may any of the following upgrades: 

- Command tank _+15 points 

- Space Marine Legion crew H5 points 


Fellblade Accelerator Cannon 

A cogitator-assisted high velocity accelerator cannon designed 
on the Forge World ofTigrus, the Fellblade cannon is a superior 
heavy armament able to switch between high density-core 
armour piercing shells for use against enemy armour and 
fortifications, and powerful high explosive fragmentation rounds 
against concentrations of troops. Choose which of the following 
two profile entnes the cannon uses every rime it is fired.* 

Weapon Range Str AP 

Fellblade accelerator cannon 

Special 

(HE shell)* 

too’ 8 3 

Ordnance 1, 

Massive Blast {j") 

(AE shell)* 

too" 9 2 

Heavy 1, 
Armourbane, 

Blast (3*) 

Laser destroyer 

36- 9 2 

Ordnance 1, 
Twin-linked 

Quad lascannon 

48" 9 1 

Heavy 2, 

Twin-linked 




























625 POINTS 


Region Glaive Super-heavy Special Weapons Tank 


Unit Composition 

. i Glaive 
Unit Type 

. Super-heavy vehicle 
VTargear 

. Turret-mounted 

Volldte Carronade 
. Two sponson-mounted 
quid lascannon 
• Hull-mounted twin-linked 
heavy bolter 
Searchlight 
Smoke launchers 


Armour 

Front Side Rear HP 
14 IJ II I2 


Options 

^^!rizr haneeitsquaduscann ° n ^- f - 

L2^r destroyer sponsons 

- Twin-linked heavy flamers. 

• A Glaive may take any of the following: *"* 

- Hunter-killer missile. 

- Armoured Ceramite . + topoints 

- . -42?points 


Volkite Carronade 

Weapon Range Str AP 

Volkite Carronade 48* g 2 


Special 

Primary Weapon 1, 
Ignores Cover, 
Heavy Beam, 
Deflagrate, 
Haywire 


Heavy Beam: When the weapon is fired, draw a line from the end 
of the gun barrel up to the listed range of the weapon and i' wide 
The initial target for the weapon (the first model in the beam's 
path) must be an enemy model. 


■ All models (friend and enemy) caught m the beam area 
(excepting the firing tank) suffer a hit with the listed profile 
of the weapon, except Zooming Flyers, Swooping Monstrous 
creatures, and flying Gargantuan Creatures that cannot be 
affected or targeted. 

Units struck receive a number of hits equal to the number 
of their models caught in the path of the beam, casualties 
are removed from affected units using the normal rules for 
removing casualties. 

If the beam strikes a Super-heavy vehicle, Cargantuan Creature 
or large Intact building/fortification (bastion sized or larger), 
the attack is blocked and its line of effect will go no further The 
blocking target will, however, suffer i+Dj separate hits, rather 
than just 1. 

If a vehicle transporting models suffers a penetrating hit from 
the Volkite Carronade, the occupants inside suffer DC. Str 4 AP 
hits with the Deflagrate rule, in addition to any other effects. 
Casualties are assigned by the controlling player 




LORDS OF WAR 

TheGliive.or Fellglaiveas 
it is sometimes known, is 
a super-heavy tank pattern 
related to the Fellbladc, but 
beyond the obvious surface 
similarities the two ranks 
are very different The 
reason for this divergence 
lies with the Glaive s 
primary weapon system, 
the fearsome and arcane 
Volkite Carronade. A device 
of the Mechanicum whose 
design is said to originate 
on Mars in the wars of the 
Age of Strife, it was not 
without some acrimony that 
the Forge Lords agreed to 
the Emperor s demand for 
a Legion tank to be created 
that utilised this weapon. 
The need however was great, 
and the Glaive was first 
deployed against the apex 
exo-chthon codified as the 
Cdlarhi DiuMiim which had 
proved such a thorn in 
the Great Crusades side 
Later the Glaive proved 
its worth both against 
the Ork hordes and the 
stranger xenos monstrosities 
encountered as the 
Emperor's crusading armies 
penetrated the murderous 
zones surrounding the 
galactic core. 

The effort of constructing 
practicable numbers of 
super-heavy tanks around 
the Volkite Carronade is 
considered well worth the 
staggering expenditure 
in resources required, 
for multiple targets and 
even the largest of xenos 
abominations arc struck 
down by us ravening beam 
before even a portion of its 


energy is dissipated. 






























Legion Thunderhawk Transporter 


400 points 


(K 



LORDS OF WAR 


The Thunderhawk 
Transporter is a support 
variant of the standard 
Thunderhawk Gunship 
that has recently entered 
ihto service with the Space 
Marine Legions. It may be 
used to quickly deploy or 
redeploy armoured vehicles 
and deliver supplies in 
.heavily contested warzones 
where less well armed 
and armoured craft would 
prove extremely vulnerable. 
Rapidly becoming a relied 
upon w-orkhorse of the 
Legions, a Thunderhawk 
Transporter can carry two 
Rhino-sized vehicles, or a 
single Land Raider-Sired 
vehicle. It can also be 
used carry an under-slung 
supply pod and other 
useful equipment such as a 
winch-system for recovering 
Drop Pods after a battle 
deployment 


Armour 

BS Front Side Rear HP 
Thunderhawk Transporter 4 iz 12 10 9 


Unit Composition 

• 1 Thunderhawk Transporter 

Unit Type 

• Super-heavy Flyer (I lover, 
Transport) 

Access Points 

• One access hatch on each side 
of the forward cockpit section. 

Wargcar 

• Four twin-linked heavy bolters 

• Armoured Ceramite 

Transport Capacity 

• The Thunderhawk Transporter 
has a transport capacity of 15 
models 

• The Thunderhawk Transporter 
may additionally carry two 
Rhino-sized vehicles, or one 
Land Raider-sized vehicle. 
These vehicles may contain 
passengers. 


• The Thunderhawk Transporter may take any of the following: 


- Chaffbuncher +10 points 

- Armoured cockpit ~+rs points 

Ilium flares. ■ *5 points 

- Distinctive paint scheme or markings .. +10 points 

- Flare shield +JO points 

- Ramjet diffraction grid. ..- +sopoints 

- Void-crafted hull"..... --- .-.*35 points 

• The Thunderhawk Transporter may carey up to: 

- Six hellstrike missiles . - 110 points per missile 


*Srr page 7J. 


Loading Vehicles 

An empty Thunderhawk Transporter can pick up a stationary 
vehicle by moving over it whilst in Hover mode The vehicle 
cannot have moved this turn Next turn, the Transporter can 
move again, taking the vehicle with it. 

Unloading Vehicles 

Vehicles can disembark from the Transporter very quickly. If it 
lands (ie, doesn’t move in a turn, whilst in Hover mode l, then the 
vehicles carried on board may move as normaL 



r 7 '- 
























lords of war 


The Thunderhiwk Gunship 
was a development of 
the later Great Crusade, 
intended to bridge the 
gap in size and capacity 
between smaller designs 
such as the Storm Eagle 
and the larger and more 
costly Stormbird and Argo 
Drop ships. Designed to 
operate in atmosphere and 
void space, it combined 
the roles of orbital troop 
lander, heavy gunship. and 
medium bomber, and proved 
.a highly successful addition 
to a Legion's fleet. With 
the outbreak of the wars 
of the Heresy, both sides 
ramped- up production of 
Thunderhawks to meet 
the on-going demands of 




685 POINTS 


Ijcion Thunderhawk Gunship 


Armour 

US Front Side Rear up 


Options 


Unit Type 

. Super-Heavy Flyer (Hover, 
Transport) 

Access Points 

. One access hatch on each side 
and a forward assault ramp 

Transport Capacity 

• The Thunderhawk has a 
transport capacity of jo models 
and may carry Dreadnoughts 
(counting as 10 models 

each, and may only embark/ 
Jisembark using the main 
tamp 1 Jump Infantry and 
Dies. 

Special Rules 

• Assault Vehicle 

. • Hull-mounted Thunderhawk 
cannon 

• Foursponson-mounted 
twin-linked heavy bolters 

• Six hellstnke missiles 

• Two hull-mounted lascannon 

• Armoured Ceramite 

• Machine Spirit 


• May replace all six hellstnke missiles with 

- Six Thunderhawk cluster bombs 


- Chaflflauncher 

- Armoured cockpit 

- Flare shield 

- Ramjet diffraction grid. 

- Void-craftcd huIL.. 


Turbo-laser destructor 
An immense laser weapon designed to flash-boil hardened 


Weapon Range Str 

Turbo-laser destructor 96' D 


Type 

Primary Weapon 1 
Large Blast (s') 

Thunderhawk Cannon 

A modified version of a defensive macro-cannon design more 
commonly found as a defensive turret armament on frigate 
class warships, the Thunderhawk cannon offers unpreccdemed 
firepower for a ground attack craft of the Thunderhawks size. 


Weapon Range Str 

Thunderhawk cannon 71" 8 


Type 

Primary Weapon x, 
Massive Blast < 7") 


Heavy Bomb Clusters 

The pylon-mounted bomb loads of a Thunderhawk are intended 
to allow it to clear potential landing zones of opposition and 
conduct ground attack missions in support of a main assault. 

Weapon Range Str AP Type 

Heavy bomb Bomb 6 4 Heavy 1, 

Apocalyptic 
Barrage (6), 

One Use 


tied lo haw flic Tliundcrlunvfe drop otic Heavy Bomb duller 
llieThunJerhawk hat enough homh to Jo this thrtc 
the count of a gome 


Void-crafted Hull 

Once the Thunderhawk went into mass production during the 
Horns Heresy to replace lost stockpiles of the larger multi-role 
Stormbird craft, it was realised that more heavily cons.nicted 
variants were required for the rigours of prolonged void 
operations. A Thunderhawk with this upgrade mcreasesits Rear 
Armour value to I 2- 




























Imperial Castellum Stronghold 


275 POINTS+OPTIONS 






Consisting of a system 
of Interlocking modular 
fortifications, the Castellum 
Stronghold is a Space 
Marine tactical fortification 
Intended for front line 
use. Deployed from orbit 
by landing craft, it can be 
swiftly configured and 
assembled even under 
heavy fire The individual 
components are deployed in 
drop cradles clad in ablative 
armour, the remnants of 
which arc jettisoned at the 
moment the Sections are 
landed, revealing a fully 
operational stronghold. 

Such is the skill of the 
legiones Astartes that in 
battle conditions this might 
take as little as 30 minutes, 
while the most adept at such 
operations, in particular 
the Iron Warriors and the 
Imperial Fists Legions, take 
great pride in reducing this 
timeframe even further. 


Castellum Strongholds 
are generally deployed 
for short lived but high 
intensity operations where 
the Space Marines must 
establish a heavily fortified 
base in highly contested war 
zones In such conditions 
it can serve as a firebase, 
artillery redoubt, defensive 
strongpoint, or platform 
from which they can launch 
immediate offensive actions. 
It is not an unknown tactic 
for a Castellum Stronghold 
to be dropped deep behind 
enemy lines during an 
on-going battle, sowing 
confusion and forcing a 
foe to turn back on 
themselves to stop their 
deployments from being 

desttoyetHron^vlthin. 




f? ( 


Composition 

• 1 Castellum Stronghold 
consisting of a main Bunker 
3nd three Bunker Annexes. 

Terrain type 

• Multiple-pan building with 
Battlements. This comprises a 
single Space Marine Castellum 
Stronghold Realm of Bailie 
nle The Stronghold consists 
of an open Deck Area, a 
main Tacticus Bunker (Large 
Building, Armour value 141 
and three Bunker Annexes 
(Medium Buildings, Armour 

Wargcar 

Special Rules 

• Shielded Gate Barriers 

• Defensive Structure 

Access Points & Fire Points 

• As per model 


Options 

The Tacticus Bunker and each of the Bunker Annexes may be 
equipped with the following emplaced weapons. Emplaced weapons 
may be used by units within their bunker at that unit's BS value, 
otherwise they use the Automated Fire rules and arc utilised by the 
Castellums controlling player These emplacements may not be 
targeted separately and arc considered destroyed when their Bunker is. 


• The Tacticus Bunker has two mounting points and so may take two 
weapons choices, while the Bunker Annexes have one mounting 
point and so may take a single weapon choice each of the following; 

- Twin-linked heavy bolter _+to points each 

- Twin-linked heavy flamer -+10 points each 

- Twin linked lascannon _ .+20 points each 

- Multi-melta & searchlight -+10 points each 

- I Iyperios missile launcher ...... -- .+30 points each 

- Whirlwind launcher +3S points each 

- Icarus lascannon - -+35 points each 

-Quad gun - .<-$o points each 

• The following options may only be taken by the mounts on the 
Tacticus Bunker in addmon to those previously listed. 

- Hypenos command platform' . +20 points each 

- Battle cannon turret . —+50 points each 

- Icarus quad lascannon ... - .---+75 points each 

• In addition, the Tacticus Bunker may be further equipped with any 
of the following options: 

- Comms relay +20 points 

- Hostile signal jammer fropoints 


















i folded Catt Barriers 
j The main entrances of the CasteUum Stronghold are covered not by 
plascrete and a Jamanlium, bur crackling barriers of energy that can 
|c raised or lowered at the will of the fortifications controller 

Al ,he start of each of the controlling player's rums, they may 
declare whether the gate barriers (see the diagram on page 77) are 
MC h raised or lowered - consider them to be raised by default at the 

start of the game. 

. Raised barriers are treated as impassable terrain to the height 
af the adjoining walls, bur do not block line of sight Wounds 
inflicted by shooting attacks that pass through a raised shield gate 
turner benefit from a 3+ invulnerable save 
. Should the Casrcllum’s Tacncus Bunker be destroyed, the barriers 
collapse and cannot be raised again. 

Defensive Structure 

TheCastellum Stronghold is a paragon of the military architect’s 
enfi, utilising technologies and materials beyond that of mute stone 
and steel 

The following rules and conditions apply 

• The Battlements of the CasteUum Stronghold confer a 4+ cover 
save for units on top of them. 

• Units that Go to Ground anywhere on the CasteUum Stronghold 
tile gain +110 their cover saves rather than +1 

• The Bunkers of the CasteUum Stronghold have a 5+ invulnerable 
save against shooting attacks directed against them and units 
within them 

Comms Relay 

While the Tacticus Bunker is intact and occupied by a friendly unii, 

| the controlling player s Reserve roUs may be re-rolled 


Hostile Signal Jammer 

While theTacticus Bunker is itirin 1 ,, 

a D6 for any enemy unit an ^ ° CCUP '^ by * fricndly unlt - 

CIS a Deep Strike Mishap automatically 
Special Stronghold Mounted Weaponry 

ea P°n Range Sir AP Special 

Icarus lascannon 96" o , ,, 

^ 9 1 Heavy 1, interceptor 

Quad gun , Skyfirc 

4 ' 4 Heavy 4, Interceptor, 

l carus Skyfirc, Twin-linked 

quad lascannon 06* » , ,, 

9b 9 1 Heavy 2, Interceptor, 

Hypcrios Skyfire,Twin-linked 

missile launcher 4 S' 8 3 Heavy., Skyfire, 

Interceptor, 

Heat Seeker* 

*Hfdl Sector A weapon will. Uni spec,a! mU ran re-roll all/a.IedTo Hit 
rolls against Flyers and rail Skimmers. 

'Hypcrios Command Platform (CasteUum Stronghold) 

As long as the Hypcrios Command Platform is functioning, all 
Hypcrios missile launchers, quad guns, Icarus lascannon and quad 
icarus lascannon mounted on the CasteUum Stronghold resolve any 
automated fire at BS 3 

In addition, while the command platform is In play, any of the 
Stronghold's emplaced w eapons with the Skyfire special rule may 
larget Flyers and Fast Skimmers in preference to closer models 
when shooting using the Automated Fire special rule 









































+++ Legion es Astartes Heavy 
Line/Planetary Assault 

FORtlEICATIONH* 


Meciianicum/Apotiieosis 

Astartes^ 


Production Ident (MkXXIII | 
'Caste llum'+e 


+e Multiple Configuration* 


LegioN/FleetCrade Issue/ 

DEPLOYMENTS 


++ Mid/Late CreatCrusade 
Fabrication limited to 
'Ascendii'Grade Foundries 
CENTRALISED LEGION FORGES* 


Deployed patterns iq/ixx/4m 
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++Legiones Astartes Fortification++ 
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Thallax Cohort 


135 points 



OPTIONAL 
HEAVY SUPPORT 


The hulking, heavily 
augmented cyborg shock- 
troop* originating within 
the Onlo Rcductor faction 
of the Mechanlcum, the 
Thallax differ from the 
Martian Skilarii regimenis 
both in iheir purpose and 
the unique degree of their 
augmciics.The lorica 
Thallax which encases 
their major organs, nervous 
system and cerebrum 
also replaces the skeleton 
and limbs entirely with 
armoured mechanical 
systems powered by an 
internal reactor core, 

The agony of this process, 
along with the replacement 
of the usual human sensory 
apparatus, proves so 
traumatic as to require the 
surgical excision of the pain 
centres and emotions. The 
Thallax however retains 
a degree of independent 
human thought: this 
individuality and self- 
determination is greater 
by far than that enjoyed by 
tech-thralls, whose cranial- 
surgery implants are often 
crude at best, damaging as 
much as they control. 

Many variants of the 
flexible and powerful 
Thallax have been brought 
into being by the artificers 
of the mendicant Ordo 
Reductor, a number of 
which found their way to 
the outer Forge Worlds of 
the Imperium where they 
were seized upon as potent 
war machines which, while 
lacking the power of true 
Rattle-automata, were 


more practical to produce 
in larger numbers. 



Thallax 

Unit Composition 

• 3 Thallax 

Unit Type 

• Jet Pack Infantry 

Wargcar 

• Lorica Thallax 

• Lightning gun 

• Close combat weapon 

• Frag grenades 

Special Rules 

• Rulky 

• Stubborn 

• Djinn-sight 


WS 


BS S T W I A Ld Sv 
45531284+ 

Options 

• The squad may Include 

- Up to an additional six Thallax ........ . +40 points each 

• The entire squad may have: 

- Melta bombs +5 points per model 

■ Any Thallax may exchange their close combat weapon for a: 

- Heavy chainblade. - . +5 points 

• One in three Thallax in the unit may replace their lightning gun for 
one of the following weapons: 


- Multi-laser ... 

- Phase plasma-fusil .-... 

10 1 

- Mnlti-mi'lfn .. ^iSDOints 

- Photon thruster-- — - 

-. *2 5 points 


Djinn-sight 

The sinister blank-faced helms of the Thallaxii conceal an array of 
inhuman sensory apparatus through which they experience the 
battlefield as a raging storm of electromagnetic turmoil, blood- 
heat and seismic percussion However, for the organic brain to 
handle this hurricane of data, it must be surgically mutilated, 
removing the mere human senses such as sight and hearing. 

The Djinn-sight means that a Thallax reduces the benefits of any 
cover save us opponent has by -2 (a 4+ becoming a 6 , a 5+ being 
ignored entirely, and so on). Additionally, Infiltrators may not be 
set up within 24" ofThallax units, regardless of line of sight. 


Optional Heavy Support This unit may only be included in the 
army under certain provisions - sec the Cortex Controller on 
page 89. 




























Castellax Class Battle-automata Maniple 


85 POINTS 


Unit Composition 

, , Castellax class 
Baltic automata 

UnltTj-pe 

. Monstrous Creature 
WarRcar 

. Mauler pattern bolt cannon 

. Two boltguns 
. Shock chargers 
. Atctnantic shielding 

Special Rules 

. Cvbemerica Cortex 
. Reactor Blast 

• Sage 

• Support Unit 


Options 

• The Maniple may include 

- Up to four additional Castellax 
class Battle-automata 

• Any Battle-automata Maniple may be given anv of t he foil'’ 01 "' 5 

options - all Battle-automata in the Maniple must hav-th!"™ 8 
upgrade: cute same 

- Searchlight. . 

- Infra visor H1 f' oim 

- Frag grenades . * 5 P ° m,s cacl ' 

-Enhanced targeting array ^points each 

• Any Castellax class Battle-automata may exchange its Madkrpt'tem 
bolt cannon for one of the following: 

- Darkfirecannon. 

- Mtilti-melta ‘ U 

• Any Castellax class Battle automata mas exchange one or kali of 
bolters for 

- Flamers , 

_ S points 0..-I1 

Any Castellax class Battle-automata may exchange its shock chargers 
for one of the following options 

- Two Battle-automata power blades.+10 points per Castellax 

- Siege Wrecker....+20 points per Castellax* 

*A model cquipptd wilh .1 Siege Wrecker loses one 0/ its Mfguus. 

Special Option 

• A single Maniple comprised solely of a single Battle-automata (of 
any type) in the detachment may be given 

- Paragon of Metal special rule.. +35 points 


OPTIONAL 
HEAVY SUPPORT 


The most common 
Castellan-type Battle- 
automata in service, the 
Castellax is a general battle 
unit developed during the 
Great Crusade from Its 
ancient forebear. Primarily 
intended for siege work 
and shock assaults, it Is 
a terrifying humanoid 
machine thrice the height 
of a man, with a notoriously 
aggressive and responsive 
machine-spirit, and an 
enviable reputation on the 
battlefield. Its armoured 
cndoskeleton is proof 
against small arms fire and 
highly resistant to damage 
thanks to its durable 
design and the presence 
of the same atomanric 
shielding technology that 
features on the Legiones 
Asiatics Contcmptor class 
Dreadnought 


The Castellax class was a 
mainstay both of the Legio 
Cybernetlca and the elite 
defensive formations of 
many Fotge Worlds, who 
relied on its formidable 
power for their protection. 
Some in the Imperial 


Optional Heavy Support: This u 

nit may only be included tn the 

army under certain provisions - sc 

:c the Cortex Controller on 

page 89 
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Peace? There can tv no 
peace in I lira limes. We 
figlil not merely for victory, 
but for survival, for the 
control of the destiny of 


no higher calling, no cause 
greater and more worthy 
of sacrifice. Any man u'lio 
calls for peace is an enemy 
as niucli as (lie traitor u'lio 
seeks your life —tnrut them 
ivitli the contempt they 
deserve’ 

- Regal Dom 
Pnmarrli of 
lire Imperial Fists 


Legiones Astartes Special Rules 

Legiones Astabjes 

The Space Marines of the Emperor's Legions are genetically engineered, psycho-indoctrinated warriors with 
superhuman abilities and minds and souls tempered for war In addition each individual Legion has its own 
idiosyncrasies and character—the product of their gene-seed and unique warrior culture 

• Units with this special rule may always attempt to regroup normally regardless of casualties. 

• Units wall also have additional special rules and abilities specific to their Legion. 

,\ Space Marine may only have one such 'named' rule, eg. Legiones Astartes (Sons of Horus). Space Marine 
units from a different Legion may only be included using the Allies rules (see the Warltammer 40000 
rulebook) in conjunction with the Allies in the Age of Darkness chart found on page 12. 

Unlisted Legions: 1/ you arr using tins army list Ij represent a Legion which does not yet have its own unique 
Legiones Astartes rale, you may instead add either the Stubborn or Funous Charge special rule to the standard provisions 
of this rale in the interim. 

Automated Artillery 

Unlike standard artillery, Automated Artillery does not require crew in order to function. It is not removed 
from play due to a lack of crew and each gun must be destroyed normally before it is removed. Automated 
Artillery cannot move and cannot charge If assaulted they do not Pile In and cannot be locked in combar, 
their attackers will hit automatically, but must roll To Wound normally If a unit of Automated Artillery loses 
an assault nothing happens, there are no Sweeping Advances, no Pile Ins and no Consolidation moves The 
Automated Artillery remains in place and may fire normally in future turns. If the Automated Artillery wins 
an assault, the enemy must take a Morale check as normal, although the artillery piece cannot Consolidate 
or make a Sweeping Advance 

Primarch 

Genetically engineered creations whose powers and abilities shame even those of the enhanced warriors 
they lead, the Primarchs, although few in number, bestride the battlefields of the Great Crusade and the 
dark age of the Horus Heresy like demi-gods and no mortal force can stand against them Any model with 
the Primarch special rule is automatically the army's Warlord and docs not roll randomly for Warlord Traits 
(these will have been included in their own unique abilities). Unless fighting in a game of Warhammer 
40,000: Apocalypse, no force may ever include more than a single Primarch. 

Primarch also incorporates the effects of a number of other special rules. These are the following: 

• Independent Character 

• Eternal Warrior 

• Adamantium Will 

• Fleet 

• Fearless 

• It will not Die 

• Master of the Legion (Sec the Space Marine Legion Praetor entry on page 14) 

Chosen Warriors 

A model with this special rule may issue and accept Challenges as if it had the Character type Note that this 
does not allow a model with this special rule to use any other rules associated with the Character type 




















rericJ in the secret arts and teachings of the Mechanics, whether Techno r 

yagos, have the skill and ability to reconstruct and effect field repairs to war machinery irufie vetv heat 

of battle * al 

If. Battlesmith is in base contact with, or embarked upon, one or more damaged vehtdes dunn, 

' Restore a lost Hull Point. 

. Repair a Weapon Destroyed result. 

. Repair an Immobilised result to the attendant vehicle. 

Wed r “ Ul u S , WC3POn ** fired m ,he followi ng Shooting phase The 

Battlesmith cannot use this ability if they have gone to ground or arc falling back. P 

Models with the Battlesmith rule that also possess a Cortex Controller mav instead nfiR,. 

angle lost wound to a Battle Automata as a use of this ability restore a 

Immobile (Artillery Type) 

An Immobile Artillery piece cannot be moved after it has been deployed except by the use of a specialised 
ixhlde, and ignores any effect which forces it to move This only affects the platform - not any crew who are 
subject to all normal Artillery roles When called upon to fall back, the crew must leave their guns behind 
and fall bade the platforms arc then removed as casualties. 

Note that an Immobile unit may snll ha ve the Scout or Deep Strike special rules as these reflect 
redeployment or deployment during battle, rather than game movement Only if it has the Deep Strike 
special rule may an Immobile unit be held in reserve 


Space Marine Legion Crew 

AStormblade upgraded to have Space Marine Legion Crew increases its Ballistic Skill to BS 4. 

Command Tank 

If the vehicle is upgraded to a Command rank, all allied units within 24'of the Stormbladc may re-roll failed 
Morale checks. 

Co-axial Weapon 

A weapon with the Co-axial special rule will specify another weapon mounted on the same vehicle When a 
Wget is declared for this weapon, the co-axial weapon must fire at it first if it is within range. If the coaxial 
weapon hits the target, then the other weapon may re-roll its To Hit roll if 11 misses. 

flyers and the Deep Strike special rule 

Asw-ell as arriving via the usual Reserves method, some Flyers also have the ability to deploy via Deep 
Strike, representing a vertical'dive'onto the battlefield If the Flyer in question has the Hover mode, ihc 
controlling player must declare before the Deep Strike is attempted whether rhe Flyer is Zooming or being 
■r«'ed as a Fast Skimmer If using Hover mode, rhe rules for Deep Strike apply as standard. If using a 
“° mm 8 Strike, Flyers deploying via Deep Strike count as making a Zoom move and having moved 
"Cruisingspeed (rS’)on the turn ihcy arrive, bur are not moved any further in ihc turn in which they arc 
"Phycd. They cannot evade, go Flat Out, drop bombs or deploy transported units in the turn in which they 
0,1 su bscqucnt turns, the Flyer is free to operate as normal This is a risky proposition for an aircraft 
nod ^' ofa P^w's skill, and so the usual rules for Deep Strike mishaps apply even though ihc Flyer ts 
onj y at a higher altitude than is normally the case 
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Iegiones Astartes Wargear 

This section of the Space Marine Crusade Legion Army list details the weapons and equipment used by the Space Marines in the 
era of the latter Great Crusade and at the outbreak of the cataclysmic wars of the Horns Heresy, along with rules for using them in 
your games of Warhammcr 40,000. Weapons that arc used by multiple units are listed here, while unique items belonging to special 


characters and units are listed with their profile. 

RakcepWemons 

Archaeotcch Pistol 

Despite the renaissance of human power in the galaxy that the Great 
Crusade has created, there remains much of Mankind's ancient might 
and arts that are lost to myth and legend, save for a few relics that have 
survived the stifling darkness of Old Night One of the more common 
types of these relics found arc sidcarms of surpassing firepower and 
elegance. Be they bespoke slug throwers utilising micro-atomic 
munitions or scaring kill-rays that draw power from a planet's ambient 
magnetosphere, such priceless artefacts of war find their way into the 
hands of the Emperor s chosen agents and the masters of the Space 
Marine Legions. 

Weapon Range Str AP Type 

Archaeotcch pistol n" 6 3 Pistol, Master-crafted 

Avenger Bolt Cannon 

The Avenger cannon fires a relentless stream of heavy, high velocity, 
mass reactive shells, making it highly effective against foes that attack 
in large concentrations of massed infantry. So heavy is this torrent of 
fire however that even heavily armoured targets arc in danger, their 
armour tom to ragged shreds under the relentless rain of explosive 
impacts. 

Weapon Range Str AP Type 

Avenger bolt cannon 36" 6 3 Heavy 7 


Conversion Beam Weapons 

These esoteric energy weapons fire a beam which induces a subatomic 
implosion in their target, with the beam itself gathering power 
over distance up to a terminal point of beam instability. Conversion 
beamers are both difficult to construct and highly complex to use, 
needing skilled calibration to operate as well as dedicated reactor 
core systems to power As a result conversion beamers arc primarily 
used for dedicated siege warfare or starship breaching assaults 
by specialised operators such asTechmarincs and Mcchanicum 
Destructors. More rarely larger conversion beamer weapons are 
mounted on a vehicle chassis with advanced control mechanisms 
and an abundance of reactor power such as the Contemptor 
pattern Dreadnought 

A shot from a conversion beamer has a number of different profiles, 
the use of which depends upon how far the chosen target is from the 
firer up to the weapon's maximum range. When firing the weapon 
measure the distance to the target, place the weapon’s Blast template 
and scatter as normal for a blast weapon. Once the final location of 
the template has been determined, measure to the centre of the Blast 
marker and consult the weapon's chart to determine the effect. 

Firing Calibration (Heavy Conversion Beamer only). The power 
requirements and targeting calculations needed to effectively use this 
weapon means that it may not be fired if the model carrying it has 
moved in the same turn, regardless of the Relentless special rule or if 
the carrying model is a vehicle, etc. 


Combi-bolter 

Designed as a tactically flexible weapon for employment in the 
Terminator armour project, a combi-bolter is in essence two standard 
pattern bolters slaved to fire together It is a bulky and somewhat 
crude, but very effective, weapon prototype that was gaining 
widespread use at the time of the Heresy. 

Weapon Range Str AP 

Combi-bolter 14" 4 5 


Weapon Range Str AP 

Type 

Conversion Beamer 

Up to x8" 6 

Heavy 1, Blast (3*) 

t8‘t0 4i‘ 8 4 

Heavy 1, Blast (3*) 

42’ to 72' 10 1 

Heavy 1, Blast (3') 

Heavy Conversion Beamer 

Up to 18* 6 

Heavy r, Large Blast 
(5'), Firing Calibration 

18" to 42" 8 4 

Heavy r, Large Blast 
(s'), Firing Calibration 

42' to 72' 10 1 

Heavy 1, Large Blast 
(S'), Firing Calibration 


Type 

Rapid Fire, Twin-linked 


Dcmolishcr Cannon 

A short-ranged but highly destructive weapon designed for line¬ 
breaking and smashing enemy fortifications, the huge, rocket- 
propelled shell fired by the Demohsher cannon Is enough to pulverise 
bunkers and collapse buildings around their defenders in a tide of 
rubble and dust. 


Weapon Range Str AP Type 

Demohsher cannon 24" 10 2 Ordnance 1, 

Large Blast (5') 






















Field Artillery Weapons 

The Space Marine Legions utilise a variety of support weapons 
as needed including shell-firing heavy guns of different calibres 
jn d roissde launch systems for bombardment and heavy assaults 
against fortified positions. One of the most common of these is the 
Whirlwind Launcher, a variant of the Rhino chassLs able to utilise a 
variety of warhead payloads, while the quad launcher (colloquially 
known as a Thudd gun ) is favoured against enemies wont to attack 
in a great horde such as the Orks. The Medusa s devastating if short 
ringed cannon is favoured for close siege assaults 


Weapon 

Range 

Str AP 

Type 

Earthshaker cannon 36’-140" 

9 3 

Ordnance 1, Barrage, 
Large Blast (s') 

Medusasiegegun 

Quad mortar 

36* 


Ordnance 1, Barrage, 
Large Blast (s') 

(Frag) 

I2*-6o" 

5 5 

Heavy 4, Barrage, Blast 
(3’), Shell Shock 

(Shatter) 

36' 

8 4 

Heavy 4, Sunder 

Quad heavy bolter 

3«’ 

5 4 

Heavy 6 , Twin-linked 

Quad lascannon 
Whirlwind launcher 

48* 

9 l 

Heavy 2,Twin-linked 

Vengeance warhead 

l2'-48- 

S 4 

Ordnance 1, Barrage, 
Large Blast (s') 

Castellan warhead 

12'- 4 S" 

4 5 

Ordnance t, Barrage, 
Large Blast ($"), 

Ignores Cover Saves 

Hyperios warhead 

48' 

8 3 

Heavy t.Skyfirc, 
Interceptor 


Shell Shock 

Due to the repeated rapid impact of the quad-launcher's shells, 
Pinning tests taken because of its attacks are made at a -i 
Leadership penalty. 


Craviton Weapons 

little understood even by the Tech-priests of Mars, the term ‘graviton 
gun' refers to a group of gravity projector devices whose sophistication 
is such that the few that now remain are relics of a lost age Such 
weapons prove extremely useful when fighting on a starship or in a 
null gravity environment. The powerof the graviton gun's highest 
settings is sufficient to rupture organs and crack bones even inside 
armour, but its primary use is to impede the enemy and damage 
machinery without the nsks of secondary explosions. 


Weapon 

Range Str AP 

Type 

Craviton gun 

16" ' 4 

Heavy 1, Blast (3"), 



Concussion, Craviton 



Pulse', Haywire 

Craviton cannon 

36* * 4 

Heavy 1, Large Blast 


(j*), Concussion, 
Craviton Pulse 0 , 
Haywire 


'Graviton Pulse 

Instead of rolling To Wound normally with this weapon, any 
model caught in its blast must instead roll equal to or under their 
■Strength on a D6 or suffer a wound (a roll of 6' always counts as 
a failure t After the Craviton pulse weapon has been fired, leave 
the Blast marker in place This area now counts as both difficult 
terrain and dangerous terrain for the next turn thanks to the 
gravity flux. 


Grenade Harness 

An auxiliary weapon system fitted to Terminator armour, the grenade 
harness unleashes a barrage of fragmentation charges at the foe as the 
Terminator charges. The grenade harness is a one-shot weapon, and 
when it is fired the firing Terminator and any squad they have joined 
count as having assault grenades in the Assault phase of that turn. 

Weapon Range Str AP Type 

Grenade harness 8' 3 - Assault 2, Blast (3'}, 

One Use 

Havoc Launcher 

Widely utilised as an additional assault weapon system mounted on 
vehicles in the Space Marine Legions, the havoc launcher is a simple 
but effective multi-barrelled rocket launcher, firing clusters of high 
explosive munitions. 

Weapon Range Str AP Type 

Havoc launcher 48' 5 j Heavy 1, Blast (3"), 

Twin-linked 

Kheres Pattern Assault Cannon 

A prototype weapons system incorporated into the advanced 
Contemptor pattern Dreadnought, the Kheres is a high velocity 
cannon which uses electrically driven spinning barrels to maintain 
a massive rate of fire. Thanks to this relentless torrent of explosive 
shells this assault cannon can chew and tear its way through the most 
heavily armoured foe. More compact assault cannons were entering 
limited use with the Terminator-armour equipped forces of several 
Legions at the beginning of the Heresy 

Weapon Range Str AP Type 

Kheres 24' 6 4 Heavy 6, Rending 

Lightning Gun 

This aptly named weapon takes the form of a baroquely designed 
carbine either connected to a micro-reactor or, in the case of a Ordo 
ReductorThallax, their firer’sown cybernetic power core It fires 
an ionizing Ias-beam down which a powerful phased discharge 
of electromagnetic force is unleashed, and is equally effective at 
slaughtering the living and overloading machine targets. 

Weapon Range Str AP Type 

Lightning gun 18" 7 5 Heavy t, Shred, 

Rending 




























Needle Pistol 

A favoured weapon of the assassins of the Terran Courts during 
the days before Unification, needle pistols are sophisticated and 
elegant handguns whose operation Is silent, invisible and deadly. 
The finest examples use a combination of a flash-less laser to pierce 
flesh, followed by an impcllor-shot of virulent poisons delivered 
instantaneously into the open wound. This combination can by low 
the toughest foe with ruthless efficiency. 

Weapon Range Str AP Type 

Needle pistol 12" z 5 Pistol, Poisoned. 

Rending 


Laser Destroyer 

The laser destroyer is a powerful reactor-charged anti-tank weapon 
that uses multiple laser generators to fire staggered near-simultaneous 
blasts of energy focused on a single target point. This has the effect 
of disintegrating the densest armour in a scries of powerful impacts 
micro seconds apart, making the weapon able to vaporise a tank or 
shatter an armoured bulkhead in a single blazing volley. 

Weapon Range Str AP Type 

Laser destroyer 36' 9 1 Ordnance 1, 

Twin-linked 


Mngna-mclta 

Heavy, vehicle-mounted, short ranged, area-effect heat cannon, 
magna -meltas were origi nally designed for space assault craft to enable 
them to turn a large cubic volume of starship hull-plating to liquid 
slag. A weapon of this magnitude's effects on less durable targets such 
as battle tanks and living matter are unsurprisingly catastrophic. 


Weapon Range Str AP Type 

Magna-melta t8" 8 1 Heavy t.Melta, 

Large Blast (5") 


Phosphex Bombs & Medusa Shells 

Phosphcx is a rare corrosive toxic and incendiary compound utterly 
inimical to life, deployed both in the form of large canister bombs 
and heavy shells. It expands on contact with air into a seething, liquid 
mist which burns with an eerie white-green flame which is attracted 
to movement. This gelid flame ignites metal and cats relentlessly into 
living tissue, and cannot be extinguished short of exposure to vacuum. 
As effcciivc as this horrific weapon is, its use is not widespread as it 
has a tainting effect beyond even rad weapons on the areas in which 
it is employed, but remains within the arsenals of the Space Marine 
Legions as a weapon of dire resort. 


Weapon Range Str 

Phosphex bomb 6" 5 


Phosphex shell 

(Medusa) 36" 5 


2 Assault 1, One Use, 

Blast (3’), Poisoned 
(3+), Crawling Fire, 
Lingering Death 

1 Ordnance 1, Large 

Blast (j"X Poisoned 
13+), Crawling Fire, 
Lingering Death 


Lingering Death 

When a Blast weapon with this rule is used, after the attack is 
resolved leave the Blast marker in pby for the rest of the game 
and mark it with a counter of some kind This area is now treated 
as dangerous terrain for all models with a Toughness value and 
open-topped vehicles Note: It is advisable to have multiple spare 
blast markers when using this rule' 

Crawling Fire 

After the bbst marker for a weapon with this rule is placed, the 
firer may move the marker up to i in any direction so long as 
this would cover more models than previously. 


Plasma Weaponry [Crusade Era] 

In addition to the Imperial plasma weapons listed in the Warfiammer 
40.000 rulebook, such technology was far better understood during 
the dawning age of the Impenum if still somewhat unsafe As a result, 
three additional rarer types of sophisticated plasma weapons are listed 
below, which would become all but unknown in later ages. 


Weapon 

Range 

Str 

AP Type 

Plasma blaster 

18" 

7 

2 Assault 2, Gets Hot 

Phased plasma-fusil 

u‘ 

6 

3 Salvo 2/3 

Executioner cannon 

36" 

7 

2 Heavy 3, Blast (3") 

Predator Cannon 

The Predator carries 

a heavy-duty, tu 

irtet mounted autocannon whu 


thanks to its extensive ammunition supply, reinforced barrel and the 
turret's sophisticated on-board auto-loader systems of exclusively 
Martian manufacture, is able to sustain a far higher rate of accurate fire 
than an equivalent weapon of its class. 

Weapon Range Str AP Type 

Predator cannon 48' 7 4 Heavy 4 

Rad Grenades & Rad Missiles 

Special issue weapons commonly only employed against the most 
dangerous of xenoforms, rad grenades and warheads detonate with a 
short, intense burst of radiation and shower the immediate area with 
highly contaminated fallout. As well as direct damage, these can be 
used to bombard an area, and have the effect of debilitating rather than 
slaying outright, rendenng a target vulnerable to further injury. 

Rad Crcnadcs: These arc special grenades that count neither as 
assault or defensive grenades, but have their own unique effect 
During a turn in which a unit equipped with rad grenades launches an 
assault, or is themselves assaulted, the enemy unit(s) suffer a -1 penalty 
to their Toughness until the end of the Assault phase Note- This does 
affect the victims' instant death thresholds. 


























R4 d Missiles: These Terran devised missiles, a horror of ihe gene-war 
inarch v of Old Night. use cuslom-loadcd warheads which combine 
high explosive charges with inner fragmentation cases made from 
highly radioactive isotopes, usually harvested from decommissioned 
fission reactor shells. The effect is to create an intensely toxic weapon 
that inflicts a hideous death on its victims, and that can poison and by- 
low the most resilient organism 

Weapon Range Str AP Type 

Radmissdc 4®" 4 3 Heavy t, Blast <3”), 

Fleshbanc, Rad-phage 


Reaper Autocannon 

Designed as a support weapon for the Tactical Dreadnought Armour 
project, the Reaper is a compact, rapid-firing autocannon which 
depends on the weight and strength of Terminator armour to stabilise 
the weapon and cope with its massive recoiL 

Weapon Range Str AP Type 

Reaper autocannon )6" 7 4 Heavy 1, Twin-linked 


menhm^ 0 ^ *. he ' ,S Kra ^ cn b°l’ s are speciahsed boltgun shells with 
an enhanced adamantium core and improved propellant utilised by 
increa l UP *^ SUpcnor armour-piercing propenics and 
, C<1 buI ,he '*!*”« “nd resources required to create 
them keep them limited in issue. 


Weapon Rang, Str 

Kraken bolt shells jo" 4 


AP Type 

4 Rapid Fire 


Scorpius Bolt Shells- Individually hand-crafted by theTechmarines 
of a Legion's armoury, these specialised shells utilise a two-stage 
warhead which contains a micro-guidance system and a ncedlc-hke 
sabot-dart which vaporises to molten heat when striking an armoured 
target. Scorpius bolts are rare and temperamental munitions which ar 
hand loaded into a bolter for firing. 


Weapon Range Str AP Type 

Scorpius bolt shells 24' 4 5 Heavy 1, Rending, 

Shred 


Rotor Cannon 

Favoured by many Imperial Army formations and seeing limited use 
with some Space Mannc Legions, rotor cannons are multi-barrelled 
stubbers. using electric motors to maintain an extraordinary rate of 
fire from their spinning barrels. The simple, medium calibre solid slug 
projeetdes they fire lack the power of bolt shells, but the hail of shot 
they unleash can be particularly useful against unarmoured hordes 
of foes and fleshy xenofotms. The newly prototyped assault cannon 
technology represents a more effective and powerful implementation 
of this principle 


Weapon Range Str AP 

Rotor cannon 30" 3 6 


Type 
Salvo 3/4 


Shroud Bombs 

These canister bombs unleash a shimmering grey fog of dense smoke 
and multi spectrum electromagnetic charge that foils scanners and 
surveyors just as easily as it docs vision 

Shroud bombs count as defensive grenades in combat (see the 
'Tjrlummrr 40,000 rulebookj. In addition, with the exception of 
vehicles, Daemons, Gargantuan Creatures and units which have the 
Might Vision special rule, units must pass a Leadership test in order to 
charge a unit equipped with Shroud bombs. 

Special Issue Bolter Munitions 

The following arc special issue bolter munitions utilised by certain 
' itc Space Mannc units and, while often uniquely effective, were 
er t°o specialised or simply too difficult to produce to enter 
widespread issue 

T «»pcst Bolt Shells: These arc specialised munitions which replace 
( ' s ' an dard mass-reactive core and armour-piercing tip of a bolt 
Jn m, h 1 fragmentation shell encasing a powerful micro-explosive 
c harge This has the effect of showering a target with a 
r cruus storm of shrapnel. These heavier rounds however lack 

"Rr compared to standard bolt shells. 

nT POn , , l < an B c str AP Type 

cni pest bolt shells ,g" } 6 Rapid Fire, Blast (3') 


Tempest Rockets 

An antiquated design now being phased out in favour of more 
powerful munitions, Tempest rockets are nevertheless simple and 
reliable ballistic weapons able to deal with moderately armoured 
targets and shoot down enemy aircraft 

Range Str AP Special 
Tempest rocket 60’ 6 4 Heavy 1, Sunder, 

One Shot 

Volkite Weapons 

Volkitc is an arcane Martian term for a variety of powerful ray 
weapons whose origins date back to the Age of Strife Possessed of 
considerable killing power surpassing most armaments of their size, 
Volkitcs were difficult to manufacture, even for the most able of the 
Mechanicum’s forges, and the demands of the expanding Crusade 
swiftly overwhelmed supply of these relic-guns. Once relatively 
common within the fledgling Legions, they had fallen largely from 
favour by the time of the Heresy, and had been superseded in the 
Space Marine Legions by the far more flexible and utilitarian Terran 
bolter Those few that remained in service were the purview of only 
a few specialised units at the outbreak of the conflict that rent the 
Imperium asunder 

Weapon Range Str AP Type 

Volkite serpents 10" 5 $ Pistol, Deflagrate 

Volkite charger 15’ 5 5 Assault 2, Deflagrate 

Volkitc cahver 30" 6 5 Heavy 2, Deflagrate 

Volkite culverin 45’ 6 5 Heavy 4, Deflagrate 


Deflagrate 

Deflagrating attacks have a devastating effect on organic matter, 
explosively burning flesh into ash and jetting fire After normal 
attacks by this weapon have been resolved, count the number of 
unsaved wounds caused on the target unit. Immediately resolve 
a number of additional automatic hits on the same unit using the 
weapons profile equal to the number of unsaved wounds - these 
can then be saved normally. Models in the targeted unit must still 
be in range In order for these additional hits to take effect. These 
additional hits do not themselves inflict more hits 1 
























Close Comkat Weapons 

The full rules for the following dose combat weapons can be found in 
the Wurlummrr 40,000 rulebook 

• Chainftst 

• Chainsword 

• Heavy chainsword 

• Dreadnought close combat weapon 

• Force weapons 

• Lightning claws 

• Power fist 

• Power sword 

• Power axe 

• Power maul 

• Power lance 

• Thunder hammer 

A Note on Power Weapons 

Wherever in this book's profile list a model is described as being cither 
equipped with a 'power weapon' or has the option to take one then 
either a power sword, power axe or power maul (sec the Wurhammer 
40,000 rulebook) may be freely chosen so long as they are clearly 
depicted on die model. 

Brcachcr Charge 

A Brcachcr charge is used to destroy armoured emplacements and 
shatter fortifications and barricades. Much like melta bombs these 
powerful electrochemical explosive charges arc too bulky and 
cumbersome to easily throw like a grenade, and additionally pose 
some risk to their user at dose range, but arc extremely destructive in 
skilled hands. 

A model equipped with a brcachcr charge may use it in an assault 
instead of using their normal attacks or weapons. The model makes a 
single attack. Place the Blast 13’) template anywhere in base contact 
with the attacking model so that it covers the enemy The template 
may not be placed so that it covets friendly models. Roll to hit against 
the majority Weapon Skill of the enemy (buildings, emplacements 
and stationary vehicles arc hit automatically and no roll is needed). 

On a successful hit, the template remains where it Is On a miss, the 
Scatter dice and flip the template over tn the direction shown if an 
arrow result is rolled (re-roll the Hit symbol if needed until an arrow 
is shown). 

Weapon Range Str AP Type 

Brcachcr charge Special 8 l Melee, One Use, 

Blast (3'). Wrecker 

Chainaxc 

A savage weapon that had its origins within the World Eaters Space 
Marine Legion, and the black-humoured whims of its master, the 
Primarch Angron.chainaxes feature heavier blades and more powerful 
motors than the more common Legion chainsword. Better able to 
pierce armour in the hands of a skilled wielder (and all but unusable 
otherwise), there were those, even before the Heresy, that wondered 
at the development of such a weapon, seemingly designed as much for 
the displays of fountaining gore it created as its effectiveness in battle 



Charnabal Sabre 

With their origins tracing back to the ancient duelling societies, 
assassin cults and bloody vendettas of thcTerran Courts during the 
Age of Strife, these elegant and deadly weapons rely on speed and 
dextenty rather than brute force for their lethality. The pure metal 
of their blades is press-folded and stamped scores of times over 
before being micro-serrated with a fractal-sharp edge The master 
swordsmiths of Terra arc each said to have their own rituals of forging, 
impressing a distinct pattern in each bespoke blade as legible as a 
signature to those with the wit to read them. As well as the nobles 
of the Terran Court certain Space Manne Legion officers favour the 
Charnabal sabre over more ’clumsy’ power weapons as they see them 
as being more responsive to true martial skill, while others think them 
efTete and decadent weapons. 

Weapon Range Str AP Type 

Charnabal sabre As User Melee, Rending, 

Duellist’s Edge 


Duellist's Edge 

When fighting in a challenge, the userof this weapon gains a +1 
bonus to their Initiative score. 


Combat Blades 

Combat blade is a catch-all category which describes a vanety of lethal 
hand-to-hand weapons favoured by the Space Manne Legions, the 
exact form varying from Legion to Legion by its culture and tradition. 
They range from heavy razor-edged chain-bayonet, to adamantine 
gladius and Thule-alloy battle-axes that would be too heavy for an 
unaugmented human to wield. 

Weapon Range Str AP Type 

Combat blade As User Melee 

Dcathshroud Power Scythe 

These unique heavy power weapons, also known as 'man-reapers,' arc 
utilised by the warriors of the Death Cuard Legion. In concert with 
the Death Guard's own specialised training and martial lore, they 
enable a warrior to face many times his number in battle, cutting them 
down like a reaper slashing through a field of npe crops. 

Weapon Range Str AP Type 

Power scythe +1 z Melee, Unwieldy,Two- 

handed, Sweep Attack 


Sweep Attack 

Rather than using their own Attack value, a model using a 
weapon with this special rule may, if they wish, instead make a 
number of attacks equal to the number of enemy models in base 
contact with them. 


Chainaxc 


Range Str AP Type 

- As User 4 Melee 


















Digital Lasers 

Incredible sophisticated miniaturised weapons of xenos origin, these 
devices are extremely short ranged but potent enough to kill despite 
being small enough to be concealed in a ring, gauntlet, sword hilt 
or helm. With a skilled user they arc particularly effective in close 
combat, where they can be used to deliver a deadly strike to a foe 
already occupied in fending off the fighters blows. 

Digital lasers provide +1 Attack in close combat. 

Lascutter 

These are powerful, albeit extremely unwieldy, industrial tools used 
for cutting through armoured bulkheads and working otherwise 
impermeable ores that make use of a disruption field-assisted short 
range laser arc. They arc utilised in siege warfare where they can make 
fora devastating if makeshift dose-quarter weapon. 

Weapon Range Str AP type 

Lascutter - 9 2 Melee, Unwieldy, 

Cumbersome 


Cumbersome 

A model using a close combat weapon with this special rule 
can only ever make a single attack at WS 1 in an Assault phase, 
regardless of their profile or any bonus or other special rule 


Machinator Array 

Akin to the servo-arm employed by Techmanncs and Mcchanicum 
Engtnseers,a Machinator array is a far more complex and Intricate 
system of manipulators, augmetic body replacements, inbuilt tools, 
sensors and energy arc-projectors utibsed by the most able Magos 
of the Machine Cult. Each array is unique to the Magos who bears it 
implanted into their flesh and cerebral cortex, and depended upon 
them more than their own weak flesh. 


A Machinator array adds +1 to its user's Toughness characteristic and 
the Night Vision special rule. It also Incorporates a flamer and an 
inferno pistol, and the user can either opt to fire both of these weapons 
in the Shooting phase, or one of them and another ranged weapon the 
nsodel is carrying 


A model with the Battlesmith special rule may add +2 to their Repair 
toll result if they are also equipped with a Machinator array. 

A model equipped with a Machinator array may make two additional 
attacks per turn in close combat as well as any they would normally be 
£ib!e to make. This is done using the weapon profile shown below 


^apon Rjng,. Str Ap Type 

ichinator array . + , 2 Melee, Unwieldy, 

H| . Shred, Armourbane 

Para gon Blade 

c ’P° n5 forged of consummate artistry or irreplaceable relics of the 
and ° m m ' E '" °^ e Da| k Ago, Paragon blades are few in number 
tUy ^ lav many forms. The most common Paragon blades are 

; d power weapons of extraordinary balance and durability, 
re rarely unique chain weapons wrought from the 


^handed pc 

although even m 


found or n yin8 ; en L ° S ' b0aS,S Sn<1 C ' r,li " b '»ck sickle swords 
found on remote death worlds on the edges of the Halo Stats have 

Regardless of 

foeir form. Paragon bladesarc valued beyond price by the Impenum's 


Weapon 
Paragon blade 


Range Str AP 


Type 

Melee, Murderous 
Stnke, Specialist 
Weapon 


Murderous Strike 

Attacks with this special rule cause Instant Death on a To Wound 
roll of 6 . Roll any viable saves againsi this insiant death-causing 
wound separately to any other wounds the attack inflicts. 


Servo-arm 

A servo arm is a heavy industrial claw-limb and manipulator array 
often directly spliced into a Techmarine's or Magos Adept $ nervous 
system. As well as making for a powerful tool, they can also be wielded 
in battle as a clumsy but savagely powerful weapon 

A model with the Battlesmith special rule may add +1 to their Repair 
roll result if they are also equipped with a servo arm 

A model equipped with a servo-arm may make an additional single 
attack per turn as well as any they would normally be eligible to make 
This is done using the weapon profile shown below 

Weapon Range Str AP Type 

Servo arm 8 2 Melee, Unwieldy 

Siege Wrecker 

This is a general term given to a specialised form of massive close 
combat weapons intended for Legion Dreadnoughls and Mcchanicum 
battle-automata Wreckers are designed to enable these heavy assault 
units to smash through fortifications and easily crush armoured 
barricades and defences in siege warfare The most common form of 
this weapon is a hydraulic ram or massive disniption-ficld augmented 
hammer, although specialised forms of heavy daw or drill systems are 
also used. 

Weapon Range Str AP Type 

Siege wrecker 10 2 Melee, Concussive, 

Specialist Weapon 


Wrecker 

Weapons and attacks with this special rule may re-roll failed 
Armour Penetration rolls against fortifications and immobile 
structures (such as bunkers and barricades), and add *1 to any 
result rolled on the Building Damage chart If this attack damages 
a bulkhead or wall section of terrain and destroys it, remove that 
section of terrain from play if possible 


























Equipment 

Rules for the following vehicle upgrades can be found in the 
Warliummcr 40,000 ratebook 
■ Dozer blade 

• Extra armour 

• Hunter-killer missile 

• Searchlight 

• Smoke launchers 

Armoured Ceramite 

Additional heavy ceramite plating fitted to a vehicle allows it to 
withstand extremes of heat and radiation. Plating of this kind is 
commonly fitted to orbital strike craft to enable them to withstand 
the rigours of'crash' re-entry from space into a planet's atmosphere, 
and also to certain siege vehicles to protect them from thermal 
energy weapons. 

A vehicle with this wargear is not subject to the additional Dt> armour 
penetration caused by weapons with the Melta special rale 

Armoured Cockpit (Flyers) 

A vehicle equipped with an Armoured Cockpit may ignore results of 
Crew Shaken and Crew Stunned on a roll of 4+ 

Armoured Track Guards 

A vehicle equipped with Armoured Track Guards has a 4* save 
against any Immobilised results on the Vehicle Damage table (note 
that Hull Point damage from such an attack is still inflicted, but the 
Immobilised result is ignored). 

Artificer Armour 

Forged by the master craftsmen of the Mechamcum these superior 
variations of power armour arc often highly embellished with ciphers 
of strength and durability, while some of wildly differing designs are 
far older than the present age and owe their origins to the forgotten 
zenith ofhuman technological might. 

Artificer armour confers a z+ Armour save 

Augury Scanner 

This energy scanning device has the effect of alerting the user 
to the concealed presence or imminent arrival of enemy troops in 
the vicinity, even if concealed, and can even detect the tell-tale 
elecrro-gravmc disruption effect on local space that presages 
teleport transfers. 

Models cannot be deployed using the Infiltrate special rale within i8‘ 
of a model with an augury scanner. Enemy models deployed using 
deep strike within this range can also be attacked by a unit carrying an 
Augury Scanner in the Shooting phase as if their rapid fire and heavy 
weapons (if they have any) had the Interceptor special rule 


Auxiliary Drive 

The standard patterns of Imperial vehicles are often customised 
by the Legions that field them, and in some cases arc test beds for 
technology either designed or recovered in the field by the Magos 
and Techmarines that maintain them. One common form of such 
customisation Is the fitting of backup and auxiliary drive systems 
such as secondary galvanic motors or outrigger thrusters to keep 
a vehicle mobile for short periods even if its main motive drive 
becomes damaged. 

A vehicle with an auxiliary drive may repair Immobilised results 
it suffers on a D6 roll of 4+ at the start of the controlling player’s 
Movement phase 

Bomb Cluster (Flyers) 

A weapoas system with the Bomb Cluster type may drop as many 
bombs as its controlling player wishes as part of a single bombing 
run, up to the total listed number of bombs it is carrying. Pick a single 
target model for all of the bombs in the bombing ran - this must be a 
model the Flyer has passed over that turn The initial bomb dropped 
scatters D6" and bombs dropped after that scatter the same way as 
additional barrage blasts from a Multiple Barrage (see the Wiirfimnmer 
40,000 rulcbook). 

Camelcoline 

Cameleoline Is a refractive chemical substance that morphically 
blends its colouration into the surrounding area. It is often woven into 
cloaks and smocks, or more rarely, as a coating over armour plate, and 
aids with concealment and in covert assaults. 

Camelcoline provides the user with the Stealth special rale 

Cognis-signum 

An advanced array of sensory devices, cogitalor-assisted 
communications and telemetry arrays built into a purpose-modified 
suit of power armour, these enable the wearer to co-ordinate 
battlefield data with blinding speed. 

A model with this wargear automancally counts as being equipped 
with an augury scanner and has the Night Vision special rale 

In addition, in lieu of the model equipped with the Cognis-signum 
firing a weapon in the Shooting phase, a single designated unit of the 
controlling player's choice within 6” of the signum-equipped model 
(other than Independent Characters or Super-heavies) gains a bonus 
of+1 to their BS for that Shooting phase 





















Combat Shields & Boarding Shields 

A<rom bai shield is a wrist-mounted shield or buckler containing a 
sma || field generator which enables it 10 withstand great amounts 
of damage, while boarding shields are larger, bulkier versions of the 
H tne. These were favoured by assault units employed by Bleacher 
squads for protection in the confined close quarter fighnng of starship 
loarding actions and siege attacks. Although these shields’ smaller 
sue and weaker defensive field mean they offer nothing like the 
protection offered by the prototype Legiones Astartcs storm shields 
that were beginning to enter service at the time of the Heresy, they 
remained a valued part of a Legion's armoury. 

Combat shields and boarding shields confer a 6 * invulnerable save, 
increasing to 5+ in close combat. 

A model equipped with a boarding shield also counts as being 
equipped wtlh defensive grenades. Boarding shields however are 
far heavier and more cumbersome than combat shields and models 
equipped with them cannot claim the extra attack for being armed 
with an additional close combat weapon. 

Cortex Controller 

This control and signalling device uses data-djinn to command Battle- 
automata fitted wilh Cybemetica Cortex systems, allowing the wieldcr 
to witness the battlefield through the automata’s own senses as well as 
monitor their status and exact precise control over their actions. Only 
the most highly experienced and specifically augmented adepts of the 
Mechanicum and the Forge Lords of the Legiones Astaries can hope 
to fathom the use of these fractious devices and successfully interpret 
the storm of data streaming from iheir un-living minions. 

The presence of a Cortex Controller within 12’ of part of a unit of 
friendly models with the Programmed Behaviour special rule at the 
start of any phase means that special rule is negated for that phase and 
iheir controlling player is free to use them as any other unit 

Cyber-familiar 

Utilised by Tcchmarines and the Adepts of the Mechanicum, cyber- 
familur is a term that encompasses a variety of semi-autonomous 
ilevices such as servo-skulls, tuck-spiders and other smaller drone 
units and lesser haemonculiles tied into the direct neural control of 
their operator These minion-drones arc an extension of iheir master's 
"ill and provide them with a host of additional senses and capabilities. 

A Cyber-familiar adds + t to its owner's invulnerable save (to a 
maximum of 3+) or an invulnerable save of 6+ if (hey do not already 
Possess one In addition they allow them to re-roll failed characteristic 
■«is other than Leadership tests and failed Dangerous Terrain tests 

The Cyber-familiar may be either modelled as part of the character 
j^‘PPcd with them, or on separate bases and kept in coherency, 
wer they are discounted as models for game purposes, have no 
*P»r>te profile, make no attacks, need not be transported, etc, 
n J re simply moved out of the way in combal or if they interfere 
the game 

C ybemctica Cortex 

““lorn" 5 "'* a synthetic ’brain’ of sorts of the most advanced Battle- 
tom 111,11 ^ybernetica cortex consists of an armoured casing 
llr 7 ac °tnp!cx bio plastic mass which extrudes nerve-like 
hous'T " IS "' l0 ,he h^y of ihe robotic frame Into which it is 
• 'nvigoraiing it with strange false-life Far beyond a simple 


cogitator in capacity, it ,s neither truly alive nor sapient like ihe 

An,mus f “ red ° f ° m - *«««*«. *« * ** 

° a Ptonal web of bellicose instinct, guided not bv self-awareness 

cornn'T"' 1 * pr ° gramm ' d f “°rk of encoded behaviour, 
composing s.mple and exacting instructions and commands. The 
re uk i S , superior, self-guided weapon, a machine-predator that will 
ciively and instinctively pursue Us foes as well as act wnh a degree 
of tactical sense and self-preservation beyond anything a servitor is 
capable of, but without the dangers of revolt and the development of 
blasphemous intelligcnce-or so the Logic Cybemctica claim. 


Models With a Cybemctica cortex have the Programmed Behaviour, 
Fearless, Cybernetic Resilience and Adamantium Will special rules. 


Programmed Behaviour Unless within 12’ of a fnenJly model 
equipped with a Cortex Controller, the following restrictions arc 
p ccd on the unit s use in the game These restrictions do not apply if 
the chosen model is already locked in an assault 


Methodical: The Battle-automata may not make sweeping 
advances or Run moves 

Target Priority- If enemy models are within 1 1 and within line 
of sight during their Shooting phase, the Battle-automata Maniple 
must fire all its weapons against the closest enemy unit it is able to 
harm. If this is not the case, they are free to select targets as normal. 
Onslaught Ifcnemy units are within 12'during iheir Assault 
phase, the Battle-automata must attempt to charge the closest 
enemy unit if able. Note that the Battle-automata may still only 
charge the same unit it fired at if it fired in the Shooting phase If 
consolidating after combat, they must do so towards the nearest 
enemy model if one is present within 12" 

Fire Protocols: A model with this rule may fire up to three of its 
weapons once each in the Shooting phase - this must be against the 
same target. 


Cybernetic Resilience Models with this special rule straddle an 
existence between machine creature and synthetic life, making them 
boih resilient to the particular frailties of the organic, but also partly 
subject to the vulnerabilities of ihe pure machine 

• Successful wounds scored by attacks with the Poisoned or 
Flcshbane special rules must be re-rolled againsl (his model. 

• In addition to any other cffecis ihey cause, attacks with ihe Haywire 
special rule will cause an additional wound on a DC, result of a 6 
against the modcL Roll for this wound separalely, saves may be 
taken as normal. 

Flare Shield 

Anoiherof the Mcchanicum’s specialised systems that only their high 
adepts truly understand, a flare shield is a directional electromagnetic 
flux field generator rumoured by some 10 be a product of Dark Age 
technology from a source best left forgotten. 

A flare shield operates against shooting attacks that strike the vehicle’s 
front arc It reduces the strength of attacks by weapons with the 
Template or Blast type by -2, and other shooting atiacks’ Strength by -1 
A flare shield has no effect on close combat attacks or attacks inflicted 
wilh the Destroyer rule 






















, Ground-tracking Auguries 

[ Utilising similar systems to those carried by the Proteus pattern 
] Land Raider ground tracking auguries are jealously guarded by the 

i Mechamcum. They are fitted to sub-orbital craft operating as scouts 
I at the leading edge of the Great Crusade, sophisticated scanners and 

! advanced cognis-interpreters allowing for the detection and analysis 
j of even the most well concealed ground target. 

1 A Flyer equipped with this system gains the Strafing Run special rule 

Ilium Flares (Flyers) 

; A vehicle equipped with Ilium Flares may drop a single flare per turn. 

! They are fired in the same manner as Bombs (sec the Warhjmmrr 
! 40,000 rulebook), a marker being placed where the flare lands after it 

has scattered Leave the marker in place until the end of the turn. 

Any unit targeting an enemy unit within 12' of the flare marker 
! gains the Night Vision rule for that Shooting phase If the firing 
, unit also has the Split Fire special rule, it only gains the benefit of 
I Night Vision when finng at units with at least one model within 
1 i" of the flare marker 

Infra-red Targeting 

: A vehicle equipped with Infra-red Targeting gains the Night Vision 

i special rule. 

Flare or Chaff Launchers (Flyers) 

! These arc a single use item. A vehicle equipped with flare or chaff 
launchers has a 4+ invulnerable save against any damage inflicted by 
; missile weapons. 

Lorica Thatlax 

j A divergent form of power armour technology developed by the 
j Ordo Rcductor of the Mechamcum for their Thallax Centuries, the 

! Lorica Thallax, unlike its Space Marine counterparts, is permanently 

| surgically bonded to the body of the wearer It uses linked mechanical 

! armatures to replace the primary limbs, and a compact reactor core 

, 10 generate power for the Thallax's weaponry The armour is fused 

; directly to the spinal column and nervous system of the Thallax and 

■ marks them both as warriors of the Mechanicum and serves as a 

' symbol of their servitude 

I Lorica Thallax provides a 4+ Armour save and Feel No Fain (6*), and a 

■ model equipped with this armour may not make Sweeping Advances 

| Legion Vcxilla and Standard 

: Lach Space Marine maintains the ancient military tradition of the 

I battle standard being a rallying point and spur to glory. These icons 
! vary greatly from Legion to Legion depending on their particular 
Si martial culture Be they be a tattered flag that has weathered the shot 
! and shell of a hundred battlefields, a burning steel standard or a trophy 
< rack bedecked with the heads of slain xenos, it is in the shadow of 

t such banners and icons that battles arc won or lost. From the Vexilla 

; displaying a particular squad's proud colours to the great standards of 
I the Legions' chapters and companies, it is beneath such banners that 

■ countless worlds have been conquered and scores of inhuman empires 
i have been trampled into the dust. 

1 • Legion Vexilla - A unit with a Legion Vexilla may re-roll failed 

j Morale checks. 

i • Legion Standard - All of the Controlling player's units with the 
Legioncs Astartcs special rule within 6” of a Legion Standard 
( (including its bearer) are Fearless. 


Legion Space Marine Bike 

To some greater or lesser extent each Space Marine Legion deploys 
a number of Bike and Attack Bike squadrons as battlefield scouts, 
pursuit and shock troops. Some arc based on venerable patterns such 
as the Iron Shadow predating the Dark Age, while others, such as the 
Wyvcm which was developed on the far flung worlds of humanity in 
response to local conditions, have been considerably up-engined and 
armoured for Space Marine use. 

Space Marine Bikes and Attack Bikes use the standard rules found in 
the Wiirltammfr 40,000 rulebook. 

Legion Space Marine Scimitar Jctbikc 

Rare and deadly machines, whose compact and extremely powerful 
grav-repellor motors arc limited in production to only a handful of 
sources in the galaxy-spanning lmpenum, Space Marine Scimitar 
Jctbikes are a glorious sight in battle, and often the last one an 

Space Marine Scimitar Jetbikes operate under the standard rules for 
letbikes found in the Warliammrr 40,000 rulebook. Any character 
model that selects a Scimitar Jctbikc as an option gains both +1 
Toughness and improves its Armour save to 1+ if it is lower than this. 

Machine Spirit 

Certain vehicles of the Space Marine Legions, most notably the Land 
Raider and its vanants, are outfitted with a far more powerful control 
and cogitation system than usually found in armoured vehicles, whose 
Machine Spirit verges on the dangerously near-sentient. This bellicose 
machine-entity not only supports the crew's actions in combat, 
but also predicts them, and can even take over if they have become 
incapacitated or stunned, prosecuting its own coldly savage attacks. 

A vehicle equipped with a Machine Spirit gains the Power of the 
Machine Spirit special rule 

Missile Barrage (Flyers) 

A Flyer with this rule may fire up to four of its missiles In a single turn 
rather than the normal maximum of two. These still count to the total 
maximum of four weapons it may fire at once, however, according to 
the standard rules for Zooming Flyers. 

Mine Plough 

A vehicle equipped with a mine plough rolls 2D6 when making a 
Dangerous Terrain test instead of just one dice The test is only faded if 
the result of both rolls is ts. In addition, whenever the vehicle moves 
through an enemy Infantry unit as part of a Tank Shock move and is 
not destroyed, the enemy unit takes D3+1 Sa AP- hits. 

Narthccium 

While the Apothecary who carries this specialised medical and 
alchemical gear is still alive, all Space Marine modeLs in their squad 
and any Space Marine Independent Characters that have joined it 
have the Feel No Pain universal special rule 




















Usuilly fined int0 a modlflcd P°' ver armour backpack, a nuncio-vox is 
be,con and communications array that allows a Space Marine unn to 
remain inconstant co-ordination with other elements of their Legion 
_ b,. they in a neighbouring region or in orbit high overhead. This 
allows precision reinforcements to be deployed nearby and strikes to 
be targeted with deadly accuracy. 

if one of ihe controlling player s units wishes to arrive on the 
battlefield via Deep Strike and chooses 10 do so within 6* of a unn 
equipped with a nuncio-vox, then it will not scatter When barrage 
weapons are being used by (lie controlling player, line of sight may 
be drawn from any model in their force equipped with a nuncio-vox 
3S well as the firing model itself (range is still drawn from the firing 
model, etc). Note that the nuncio-vox model must already be on the 
table at the start of the turn for it to be used (and cannot be used from 

inside a vehicle). 


Power Armour 

Made from high grade composite armour plating over an augmenting 
musculature of electro-fibre bundles, power armour features its own 
energy systems, sensors and environmental seals. Legtones Asiatics 
power armour is the signature wargear of the Space Marine Legions 
and subject to an on-going evolution in design stretching back to 
the Thunder Warriors of the Unification Wars ofTcrra, fused with 
the wisdom of the Mechamcum of Mars and technological relics 
recovered over the years of the Crusade At the outset of the Heresy, 
the most common patterns employed by the Legions are the 'Crusade' 
and Maximus' types, with the 'Iron' pattern favoured for siege and 
dose assault work, although there are considerable customised 
panoplies and many other Legion-specific sub-patterns in service. 

Power armour provides a 3+ Armour save. 

Ramjet Diffraction Grid 

Using similar technology to the flare shield, this system channels the 
plasma heat and radiated waste of the Pnmaris-Lightning's powerful 
engines into a scattering superheated plasma field in the aircraft's wake, 
leaving a fiery, comct-hke traiL This reduces the Strength value of 
incoming shooting attacks from its side and rear arcs by-1, but means 
the model cannot benefit from cover saves thanks to Night Fighting. 

Rcfracior Fields & Iron Halos 

These devices are defensive field generators designed for personal 
protection. They encompass the wearer in an energy field or force 
imcr which serves to refract or deflect impacts and energy 
isdiatgcs, although the need for the wearer to move and fight, as 
W 'U as their power consumption prevents them from being anywhere 
near inviolable to attack. Devices of this nature are relatively rare, 
even among the Space Marine Legions, and ate the province of 
“’mounding officers and honoured champions where they are often 
mcotporated into armour or amulets and gifted as a mark of favour 


• n f T? r fttUs a 5+ invulnerable sa 

halos Pfwfde a 44 invulnerable save 


3nJ io pfi |s,ic ated devices attach to portable heavy 
allowi'ne th S ' CmS "'**“"* ,hdr Wcl K hl "1‘not then bulk), 

A heavy weapon with a suspensor web effectively allows the fircr 
o treat the weapon as having the type Assault rather than Heavy 
meaning tha, they can move and fire at full WS. etc) when firing 
m the Shooting phase at targets at up to half the weapon's usual 
maximum range. This has no other effect, such as on Snap Shots when 


Example A heavy holier with a jusprnwr web, wlueh u usually a range 36* 
Htavy 3 iveapon, ean in,lead be used a, ,/„ were range .8’ Assault j uvapon 
V III* P'a)rr wishes in Ihcir Shooting phase 


Terminator Armour [Great Crusade Fra] 

Also known as Tactical Dreadnought Armour after the edict which 
called it imo creation,Terminator armour is the finest protective 
wargear in the arsenal of the Space Marine Legions, affording all but 
impervious protection on the battlefield. Designed principally for 
heavy assault spearheads and for fighting in the murderous confines 
of space hulks, Terminator armour is based in pan on the heavily- 
shielded industnal gear used by the Mcchamcums Solar Adepts 10 
work within the blazing sun-hot interiors of plasma macro-reactors. 
Several different Terminator armour patterns were developed roughly 
concurrently by different Forge Worlds during the later decades of 
the Great Crusade, including the fndomitus,Tanaros and Saturnine 
patterns, most of which were functionally identical 


Terminator armour features a powerful support cxoskelcton and 
internal energy supply, but pays for its unparalleled protection with 
bulk. A model in Terminator armour has the Relentless and Bulky 
special rules, and is not able to make Sweeping Advance moves in 
combat. They also may not be transported in Rhino APCs. Terminator 
armour affords a 2+Armour save and a 5* invulnerable save 


Cataphractii Pattern Terminator Armour One of the first issued 
Tactical Dreadnought armour patterns, the Cataphractii suits were 
even more heavily protected than their contemporaries, with slab- 
like ceramitc pauldrons housing additional shield generators. This 
design has the unfortunate side effect of overstraining the armour’s 
exoskeleton and slowing the wearer dangerously. This difference led 
to the pattern's declining use with some Legions at the outbreak of the 
Heresy. 

In addition to the effects and rules listed previously for Terminator 
armour, models in Cataphractii pattern armour have the Slow and 
Purposeful special rules rather than the Relentless special rule, but 
their invulnerable save is increased to 4+ 

























Ranged Weapons 


Weapon Range Str 

AP 

Type 

Accelerator autocannon 

<8- 7 

Archacotech pistol 12' 6 

3 

Heavy 6. Rending, 

Rapid Tracking 

Pistol, Master-crafted 

Avenger bolt cannon 36' 6 

ZxL~ 


Bolter special ammunition 
(Krakcn bolt shells) 30' 4 

(Scorpius bolt shells) 24" 4 

(Tempest bolt shells) 18" 3 

5 

Rapid Fire 

Heavy i, Rending, 

Shred 

Rapid Fire, Blast j 

Combi-bolter 24" 4 

Conversion beamcr 

5 

Rapid Fire,Twin-linked 

Up to 18' 6 

18" to 42' 8 

42" to 72’ to 

4 

Heavy i, Blast (3”) 

Heavy 1, Blast (3") 

Heavy 1, Blast 1', 

Cyclone missile launcher 



(Frag) 48’ 4 

(Kink) 48 8 

6 

3 

Heavy 2, Blast (3" 1 

bbhhhhi 

Deathstorm frag launcher 



48- J 

4 

Heavy 1, Blast (3’), 
Pinning 

Dearhstorm krak launcher 

4 S - 8 

3 

Hi |V> 

Dcmolisher cannon 24’ to 

2 

Ordnance 1, 

Large Bias! 15*) 

Drcadhammer siege cannon 

24748- 10 

2 

Ordnance 1, 

Massive Blast (7"), No 
Cover Saves Allowed 

Dual reaper autocannon 

36" 

4 

Heavy 4. Twin-linked 

Harthshaker cannon 

36--240’ 9 

3 

Ordnance i, Barrage, 
Large Blast(5") 

Electromagnetic storm charge 

Bomb 3 

* 

Heavy 1, Large 

Blast (s'), Haywire, 
Conclusive, One Use 

Executioner cannon 

36* 7 

Fellblade accelerator cannon 
(HE shell) too" 8 

3 

Heavy 3, Blast (3") 

Ordnance 1, 

Massive Blast (7”) 

(AP shell) 

100' 9 

2 

Heavy t.Armourbane, 
Blast(3*) 

Graviton cannon 36" Special 


Heavy x, 

Large Blast (s'), 
Concussive, 

Graviton Pulse, 



Haywire 

Graviton gun 18" Special 


Heavy 1, Blast (3*), 
Concussive, Cravtton 
Pulse, Haywire 

Grenade harness 8‘ 3 


Assault 2, Blast f 37, 

One Use 

Havoc launcher 48" 5 

5 

Heavy 1, Blast (}>, 
Twin-linked 

Heavy bomb Bomb 6 

4 

Heavy 1,Apocalyptic 
Barrage (6), One Use 


Weapon Range Str 

Heavy conversion beamcr 

Up to 18" 6 

18’ 1042* 8 

42-1072' 10 

AP Type 

Heavy 1, 

Large Blast (f). 

Firing Calibration 

4 Heavy t, 

Large Blast IsT, 

Firing Calibration 

Large Blast (5"), 

Firing Calibration 

Hyperios missile launcher 

48' 8 

3 Heavy i.Skyfire, 

Interceptor, 

Heal Seeker 

Icarus lascannon 98' 9 

Icarus quad lascannon 96' 9 

Irad-cleanser Template 2 

Irradiation engine Template 4 

2 Heavy 1, Interceptor, 

Skyfirc 

Heavy 2, Interceptor, 

Sk\ lire Iwin linked 

5 Assault 1, Fleshbane, 

Rad-phage 

3 Heavy 1, Fleshbane, 
Rad-phage, Torrent 

Khercs assault cannon 24' 6 

Krakcn pcnctrator heavy missile 
36' 8 

4 Heavy 6, Rending ~| 

1 Heavy 1, Missile, 

Armourbane, One Use 

Laser destroyer 36' 9 

1 Ordnance I, 

Twin-linked 

Lightning gun i8’ 7 

s Heavy 1,Shred 

Rending 

Magn.vmelta tS‘ 8 

1 Heavy 1, 

LargeBlasr'5"), Melta 

Master of Signal bombardment 
Unlimited 8 

Medusa phosphex shell 

36- 5 

3 Ordnance D3, 

Large Blast (5"), Barrage 

2 Ordnance 1 

Large Blast (s’), 

Poisoned (3+), 

Crawling Fire, 

Lingering Death 

Medusa siege gun 36* 10 

2 Ordnance 1, Barrage, 

Large Blast 1.0 

Needle pistol 12" 2 

5 Pistol, Poisoned, 

Rending 

Neutron beam laser 36" 10 

1 Ordnance 2, 

Concussive, 

Shock Pulse 

Neutron laser battery 72" to 

1 Primary Weapon 

D3 (roll each time 
the weapon is fired), 
Concussive, Feedback, 
Shock Pulse 

Phosphex bomb 6" s 

2 Assault 1, One Use, 

Blast (3-). Poisoned 
(3+), Crawling Fire, 
Lingering Death 

Phosphex bomb cluster 

2 Flcavy 2, Barrage, 

Bomb Cluster, 

Blast (3*X Poisoned 

13+), Crawling Fire, 
Lingering Death, 

Deadly Cargo,One Use, 


































- T T 

AT Type 

- Assault 2, Gets Hot 

ffblastgun " 

(Rapid) 71 

(Overload) 96 10 

phased plasma fusil 24' 6 

fhotonthruster 4« 6 

i Primary Weapon 2, 

Massive Blast (7") 

1 Primary Weapon 1, 
Apocalypnc Blast (to") 

3 Salvo 2 t 

2 Heavy 2, Lance, 

Blind Gets ] lot 

predator cannon 4 s 

Quad heaw bolter 3» ' 

Q-jad mortar 

(Flag) 5 

iShatter.) 3 6 " S 

4 N'4 

4 Heavy 6. Twin linked 

5 Heavy 4, BatTagc, 

Blast (3-), Shell Shock 
-4 .. .. .Heavy 4,Sunder 

Quad gun 4* 7 

4 Heavy 4 , Interceptor, 

Skvfire, Twin-linked 

2 Heavy 2,twin-linked 

3 Heavy 1, Blast (3'i, 

Fleshbane, Rad-phage 

Quad lascannon B9HS3K&IM 

Rail missile 4*’ 4 

Reaper autocannon 

battery 3 6' 7 

HI _ Heavy 4, TWin-linked 

Rotor cannon 30 3 

<> Salvo 3, 4 

Scotpius 

mulu-launcher 48’ 8 

3 Heavy 1, Barrage, 

Blast (3"), 

Rocket Barrage 

Storm launcher 

(Khirytdis.) 24* 6 

SUnfury heavy missile 36* 6 

S Heavy 2, Pinning, 

Twin-linked 

3 Heavy 1, Missile, 

Large Blast (s'), Blind, 
Gets Hot, One Use 

Tempest rockets to" 6 

4 Heavy 1, Sunder, 

One Shot 

Thunderhawk cannon 72' 8 

Turbo-laser destructor 96' D 

3 Primary Weapon 1, 

Massive Blast (7“) 

2 Primary Weapon 1, 

Large Blast < s' 

Vengeance launcher 48' 5 

Large Blast is'; 

Volcano cannon 

(Falchion 1 220" 0 

2 Primary Weapon 1, 

Large Blast fs') 

Volltite carronade 48" 8 

ISffi-;- |Heavy?,Deflagrate £ 

2 Primary Weapon 1, 

Haywire, Ignores 

Cover, Heavy Beam, 
Deflagrate 

Velkite charger c 

j Assault 2, Deflagrate 

5 Heavy 4, Deflagrate 

5 

BH PUtol,Defla«Wte 

Whirlwind launcher 
' seance warhead) 12-- 4 S- j 
‘Castellan Warhead) t2'- 4 8' 4 

dl'Petios warhead) 4 8‘ g 

4 Ordnance 1, Barrage, 

Large Blast(s') 

5 Ordnance 1, Barrage, 

Large Blast (s'), 

Ignores Cover Saves 

3 Heavy i.Skyfirc, 


Melee Weapons 


Breather 1 harge Special R * 

Chamabal sabre - As User - 

Chainaxc , .; 

Meta 

Melee, One Use, 

Blast 3J, Wrecker 
Melee, Rending, 
Duellists Edge 

Combat blade . A, User - 

JLascurtcr 

Me!, e 

Melee 

9 2 

Melee Unwieldy 

Machinator array - 4 , , 

Melee, Unwieldy, 

Shred, Armourbane 

Paragon blade . \ 

Melee, Murderous 


Scrvo arm 

Siege wrecker 


Strike, Specialist 
Weapon 

Melee, Unwieldy 

Melee, Concessive, 
Wrecker, Specialist 
Weapon 


The full rules for these weapons can be found in the W.irlummrr 
40,000 rule book 

• Autocannon 

• Battle cannon 

• Bolter/boltgun 

• Bolt pistol 

• Heavy bolter 

• Combi-weapons 

• Cyclone missile launcher 

• Flamer 

• Hand flamer 

• Havoc launcher 

• Heavy flamer 

• Hcllstnke missiles 

• Flamcstorm cannon 

• Force weapons 

• Heavy stubber 

• Space Marine shotgun 

• Sniper nfle 

• Grenade launcher (frag Si krak grenades) 

• Lascannon 

• Multi-laser 

• Missile launcher (frag, krak & flakk missiles) 

• Reaper autocannon 

• Inferno pistol 

• Meltagun 

• Muti-melta 

• Plasma pistol 

• Plasma gun 

• Plasma cannon 

The full rules for the following close combat weapons can be 
found in the Warhammrr 40,000 rulebook 

• Chainfist 

• Chainsword 

• Heavy chainsword 

• Dreadnought close combat weapon 

• Force weapons 

• Lightning claws 

• Power fist 

• Power sword 

• Power axe 

• Power maul 

• Power lance 

• Thunder hammer 
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The Horus Heresy 

Book One - Betrayal 



Tlx Horui Heresy Book One - Betrayal Is asupplement for Warhammer 40,000 dealing with war 
anJ battle in the dark age of the Horus Heresy, when the fledgling Imperium of Mankind was 
tom apart by bloody civil war and treachery. 

This book, lavishly illustrated in full colour, contains extensive background information 
on the Imperium as it stood at the end of the Croat Crusade, the foundations of the Space 
Marines of the Lcgioncs Asiatics and the dark deeds of the battle of Isstvan IIL Also detailed 
ate the histories of the four Legions who took pair the Sons of Horus, Emperor's Children, 
World Eaters and Death Guard, and an extensive campaign system that allows you to play out 
the conflict on Isstvan III in your own exciting tabletop battles 

This book also contains a complete Space Marine Legion Crusade Army list as well as game 
rules for the Primarchs of the four Legions, super-heavy vehicles and special characters 
featured in the story 

Tlx Harui Heresy Book One - Delray*! is a complete expansion for the Warhammer 40000 game 
and requires only the Warhammer 40000 rule book to use its contents. 






Book Two - IVLassaprt? 

«U.*«PplememforWarhammer.miooodr, 


ty Book Two - Maswenf Is i 


with ««.nd hank *■> the dark age of the Homs Heresy, when the fledgling , * um 
ofMankind was tom span by bloody civil war and treachery. This bonded leather 
bound hardback book, lavishly illustrated in full colour, contain* extensive background 
information on the dark deeds leading up to the IctTible slaughter that unfolded during 
,he Isstvan V Dropsite Massacre. 

Also detailed ate the histories of four of the Legions who took pan: the Iron Hands, 
Salamanders, Night Lords and Word Bearers, and an extensive campaign system that 
rlk»* you to play out the conflict on Isstvan V in your own exciting tabletop battles. 


Tin book also contains add.tional entries for the Space Marine Legion Crusade Army list 
presented in The I iorus Mereiy Book One—Belrapal, as well as game rules for the Primarchs 
of the four newly described Legions, superheavy vehicles and special charactets featured 

in the story. 


i 


# 



Book Three - Extermination 


Ilv limit Horsy Book Thire- Evfrmiiiulion is a supplement for Warhammer yojooo 
dealing with war and battle in the dark age of the Homs Heresy. Detailed are the 
histories of four Legions: the Raven Cuard. Iron Warriors, Alpha Legion and Imperial 
It completes the story of the Dropsite Massacre as well as two other battles 
^Pong at the start of the war, the Invasion of Paramar and the Battle of Phall, and 
»ho features an extensive campaign system that allows you to play out a number of the 
™ l,lc " in four own exciting tabletop battles. 


-OM0& l- 


rhw book presents a complete army list for the Mechanicum, the Taghmata Omnisaiah, 
lading rules for a range oftheir fearsome new Battle-automata and mighty and 
>-ctnr war mxhines. It also features additional entries for the Space Marine Li 
. l* 41 presented in The Homs Heresy Book One - Betrayal, from game run 

0,1 Prin> * r thi of the four newly described Legions to super-heavy vehicles and 
^ tharacirrs featured in the book's stories. 


k'mtlirmyBockThrre-Ertrminalion Isinexjpinsfonforili 
*Wdi requires the Warfumimer 40 
“•'*>'*1 to use Its contents 


II 


For more information visit 

forgeworld.co.uk 







The Horus Heresy 

---Character Series- 


Aitgron, Pnmarelt of iJie World Eaters Legion 


Fulgnm, Primarelt of lire Emperor's Children legion 


Femis Manus, Pnmarrh of the Iron Hands Legion 


For more information visit 

forgeworld.co.uk 



























The Horus Heresy 


Black Library Collector’s Editions 


|jj Each Black Library Collector’s edition is a deluxe 
?J} hardback with wraparound artwork cover, featuring ai 
MM exclusive author afterword and four unique internal 
illustrations. Be the first to read the latest instalment! 
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